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default screen 









GAMES: Breakin, i ^ 

Colour Puzzle and * 
the first XE console listing - Light Gun Blaster 

REVIEWS: Gunslinger, Twilight Zone and more 
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6 powerful home 
and business 
programs in just 
ONE package - at 
a price that simply 
can't be matched! 
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WORD PROCESSOR 
Compose a letter, set the print- 
out options using embedded 
commands or menus, use the 
mail merge facility to produce 
personalised circulars - and morel 

SPREADSHEET 
Prepare budgets or tables, total 
columns or rows with ease, 
copy formulae absolutely or 
relatively, use a wide selection 
of mathematical and scientific 
functions, recalculate 
automatically - and more! 

GRAPHICS 

Enter data directly or load data 
from the spreadsheet, produce 
pie charts, display bar charts 
side by side or stacked, overlay 
line graphs - and morel 
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DATABASE SOFTWARE 



DATABASE 

Build up a versatile card index, 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and more! 

COMMS MODULE 
Using a modem you can access 
services such as MicroLink and 
order a wide range of goods 
from flowers to software, send 
electronic mail, telex and tele- 
messages in a flash - and more! 

LABEL PRINTER 
Design the layout of a label with 
the easy-to-use editor, select 
label size and sheet format, 
read in database files, print out 
in any quantity - and morel 

Ktimpu Hdhh', Adlintiiim Pstrk, 
Adliitgton, MacdesflvM SKI© 5NP, 
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ORDER FORM 



Please send me Mini Office N lor the 
Atari 4O0/80O/XUXE (4Kk required), 
on 5 1 V disc for £19,95 

I enclose cheque made payable to 
Database Software, or debit my 
Access /Visa card; 



rrmrrmrrm mi] 

J 



Exp. date 



Signed . . 

NiiTTiu 

Address 



ORDER HOTLINE: 
TEL: 0625 879920 



SE.X1) TO; Uatahiw Soklwiiri- 

Fumpa Hmiw. AdUnntwn Park, 
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The phenomenal growth in demand 
for Atari computers means a much 
bigger home for the BIG show . . . 

Alexandra Palace 



AMU 

nut 



Wood 
Green 



London 
N22 

Organised by 
Qa&t&se 
Ex hi b itio n s 



V — 

Friday 

22 

April 
1Dam-6pm 




2 \ 

April 
1Cam-4pm 



THREE action- packed 
da ys for Atari owners! 



The spectacular Alexandra Palace 
represents a new showcase for the 
fastest-growing range of computers 
on the market. 

From the exciting games console to 
the ever-popular 8 bit Atari and the 
sensational Mega ST, they'll aJI be 
there at the Atari User Show! 

Some of the very latest software 
will be on show for the first time. 




And that means you can enjoy unique 
hands-on experience of programs 
everyone will soon be talking about. 

You II find some of the best prices 
around for blank discs, disc boxes and 
other accessories, learn about the many 
opportunities to expand your computer 
system, get helpful advice from some of 
Britain s leading experts, and so much 
more! 



How to get there 



It s SO easy tQ get to the Jho* - 
by car, rail, underground or bus. 
Alexandra Palace has >« 
British Rail station, wNikmq 
visitors to And Irorn King's Cross 
In just nine minute*- And there's 
# free bus service shuttling 
between station and show every 
i o minutes, it you're travelling 
by road the Show is only 1 5 
minutes a way from junction 25 
on the M25 - and all car parking 
is free. 
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Your advance ticket order 



Cut the queues and 
save £1 per head - 
with this advance 
ticket order 



□ Adult tickets ac £2 |save tl\ 

(Order four MJuti tickets get ine fifth FREE*} 

□ uncfcF-f tfefam at £1 |sawe£i] £ 

(Order four under- I6s tickets, gel trie fflWI «B6Ef 




Total L 



O I enclose a cheque m<tfe payable to 
Database Exhibition 



□ Please debit my 
AccessA/isa card no: 



Expiry date 



l I 1 I I LLUI I I I II I M I 



Ad mitt ion m door: 
£ J (adiitts), 
€2 (urtd*f t6sf 



Advance ticket orders 
must be received by 
Wednesday, April t 3. 



The Wert Hall 

Alexandra Palace, Alexandra Par* 
Wood Green „ London N22 
April 1244, 1*38 

Post to: Atari Usrr Show Tickets, 
Europ* House. Adtington Park, 
Adltngton, Mac<te*H*td SKI& SMP. 



Name 

Address • •• • 

Postcode ^gned 

PHONE ORDERS; Ring Show Hotline: 0*25 879920 
PRESTEL ORDERS: KEY THEN 61456*3*3 

MICROUNtf ORDERS: MAILBOX 72 :MAG001 

Ffease quote credit e*4? .'lumber <tnd ft/if adeftett 





Console 

campaign 
continues 

A COURT decision in the US 
has resulted in Atari being 
able to continue with its TV 
campaign for the XE video 
games console. 

The case was brought by 
Nintendo who complained 
that the TV ad was false and 
misleading by comparing its 
games machine to Atari's. 

Mike Katz, of Atari's elec- 
tronic entertainments 
division, said: "We are very 
pleased about the ruling. 
The commercial was hard- 
hitting but truthful". 

New venue 
for show 

THE biggest Atari User 
Show ever is fined up for the 
West Hall, Alexandra Palace, 
London, April 22 to 24, 

Last November's show at 
the Novotet in Hammer- 
smith was so successful 
it smashed alt previous 
attendance records. 

The rapidty growing army 
of Atari enthusiasts ensured 
that a move to an even 
larger venue was a must for 
organisers Database Exhibi- 
tions. 

And even after the switch 
to the spacious Alexandra 
Palace, increased demand 
from dealers has meant an 
extra 30 per cent of exhibi- 
tion area has had to be 
provided, 

Visitors will now have 
even more to see and more 
bargains to choose from 
than ever before, with 
exhibitors already pro- 
mising price cuts on games, 
discs, printers, business 
packages, and hundreds of 
other items. 

A money-saving advance 
ticket order form appears on 
Page 4. 



Woolworths to stock 
Atari budget titles 



THERE is good news in 
store for Atari budget soft- 
ware buyers. Woolworths is 
ending its exclusive arran- 
gement with Mastertronic, 
and stocking a selection of 
Firebird titles as well. 

And there is a strong pos- 
sibility that the High Street 
giant will also find shelf 
space for the fast-moving 
Code Masters games. 

Soots is also expected to 
rearrange its Mastertronic- 
dominated shelves and give 
more exposure to Firebird 
and Code Masters titles. 

A company source said 
there are plans to deal with 



all its budget software 
suppliers on an equal basis 
in future. 

Meanwhile, Activision has 
agreed to let Mastertronic 
handle its entire catalogue 
of hit programs under the 
newly-created budget label 
Ricochet. 

Atari 8 bit versions will 
cost £1.99 on cassette and 
£2.99 on disc. 

The vast Activision range 
includes the Lucasfilm titles 
and classic hits like 
Ghostbusters - which will 
be one of the first Ricochet 
releases. 

A Mastertronic spokes- 



man told Atari User: "We're 
delighted to do this deal. 
The Activision range rein- 
forces our policy of only 
releasing the very best qua- 
lity product on the Ricochet 
label". 

Activision's Rod Cousins 
said; "The agreement really 
demonstrates the importance 
of secondary marketing 
opportunities and of build- 
ing a catalogue that has a 
worth over a period. 

"In a business where shelf 
life may be short lived, the 
ability to recycle programs 
through budget labels is 
beneficial to all concerned". 




Mark Smith ieads the way 



Virgin races ahead 



VIRGIN Games moves into 
the fast track this year with 
motor racing sponsorship. 

Driving its entry in the 
Formula First championship 
will be Mark Smith t author 
of interactive adventure 
books that have provided 
the inspiration for several 
computer games. 

From those books Virgin 
Games has produced 
Falcon, the Renegade Lord 
and will soon release 
Duefmaster, Challenge of 



the Magi. Gremlin Graphics 
has published Way of the 
Tiger and plans a second 
Duelmaster adventure 
called Blood Valley, 

Mark will be sponsored 
for the Top Gear Formula 
First series at Brands Hatch 
- and Atari users will have 
plenty of chances to see the 
distinctive Virgin Games 
logo flashing around the 
track because the races will 
be covered by BBC 2's Top 
Gear programme. 




settled 

FOLLOWING an injunction 
and court case involving 
Telecomsoft and Hewson, 
Firebird has won the right to 
publish Morpheus and Meg- 
netron this year. 

The titles came under 
contention when Steve 
Turner, boss of Graftgold 
and author of Magnetron 
signed a long-term pro- 
gramming contract with 
Telecomsoft for all future 
products and separate con- 
tracts for Morpheus and 
Magnetron. 

Prior to this deal, Graft- 
gold had published all its hit 
titles through Hewson 
which objected to Turner's 
new arrangement. 

It cou I d be several months 
before the dispute is finally 
settled, but in the meantime 
the courts say Telecomsoft 
can go ahead and publish 
the two contentious titles. 
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Link your Atari to the outside world with.. 

microliDk 




Electronic mail - The cheapest 
and fastest form of 
communication possible. It costs 
the same to send a message to 
one mailbox as to 500! 

Telex - Link up with 96,000 telex 
subscribers in the UK and 1.5 
million worldwide. You can even 
send and receive telexes after 
office hours or while travelling. 

TeJe messages - Type in your 
message before 8pm and 
delivery is guaranteed by first 
post the next day iexcept Sunday), 
anywhere in the UK and USA. 

Tele-booking - Reserve train and 
theatre tickets, check flight details 
worldwide, or order from a vast 
range of products - from flowers 
to floppy discs. 

tfilesoftware - Download directly 
into your Atari any program from 
the ever-growing library now 
available on MicroLink - both 
games and utilities. 

Company searches - Obtain facts 
about any British limited 
company in seconds, and fully 
analysed financial information on 
over 100,000 major companies. 

Translation - Access the biggest 
and most up-to-date 
multi-lingual dictionary 
in the world, with 
over 350,000 words. 

News - Use the powerful search, 
commands to pinpoint vital 
business information from the 
world's leading news services, 
newspapers and periodicals, 

Radiopaging - If you also have a 
pocket radiopager you'll be 
alerted each time an urgent 
message arrives in your mailbox. 
So you're always in touch. 

Gateways - Get through to New 
York in just five seconds - or key 
into the EEC computer in 
Luxembourg, which links you to 
600 databases throughout Europe. 



When you join MicroLink you've got 
the world of communications at 
your fingertips - 24 hours a day. 
You'll have immediate access to 
ALL the facilities offered by 
Telecom Gold ... and a great deal 
more besides. 
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Two recommended packages 



tf you have art £50 interface; 

Pace Nightingale manual modem 
+ cable <£1 16.15) PLUS Mini 
Office II (£19.96). 
Total pries: €136. 10. 

if you don't have an interface: 
Miracle WS2000 V21, V23 modem 
+ Datatari interface I cable + 
Oat atari software. 
Total price: €149 95. 

With either combination you can 
also log on to other databases 
and bulletin boards all round the 
world, 



All you need - apart from your Atari 
- is a modem, which plugs into your 
telephone wall socket, plus suitable 
communications software. 

We have provided two possible 
options on the left. 

Whichever equipment you use r 
you will be able to call MicroLink, 
open your mailbox, save to disc any 
messages waiting for you, and dis- 
connect in as little as two minutes. 




More than 
90 per cent 
of subscribers 
can connect to 
the MicroLink 
computer at 
local call 
rates. 
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TO FIND OUT MORE 
Fill in the coupon and 
send It to the address 
below, you will receive 
full details of service* 
un i.l costs, together with 
an application form- 
Complete this and 
within days you and 
your Atari will be able 
to use all the service's of 
MicroLink and Telecom 
Goto. j 



{ 



Please send me full details about MicroLink. and infof mation 
sheets a boot the following hardware and software options 
I pi ease tick I: 

□ Pace package O Miracle package 



Mgme. 



Andreas. 



Postcode. 



Send to: MicroLink. Europa House, Adlington Park, 
Adlington. Macclesfield SK10 5MP 



AT U2 




Double helping 
from Red Rat 



A DOUBLE helping of enter- 
tainment is being served up 
by Red Rat Software with 
the release of two twin-pack 
games for the Atari. 

Both titles come on a 
single cassette or disc and 
feature high resolution 
graphics and scrolling anim- 
ation. 

The first release contains 
Mad Jax and Planet Attack. 
Mad Jax is a wild car game 
where you have to guide the 
vehicle through the desert 
en route to the city. 

It may sound simple, but 
planes and heavily armed 
monster cars are out to get 
you. 

In planet Attack the object 
is to destroy enemy alien tri- 
pods on a distant planet- 
Following take-off from your 
landing pad you have to 
drop bombs and fire lasers 
to destroy the targets. 

However, hostile flying 
saucers attempt to thwart 
your mission. 

The other double pack 
from Red Rat <061-835 1055) 
features Space Wars - a 
good old shoot- r em-up in 
the style of the classic 
arcade game Astroblaster - 
and Dreednaught. 

From deep space to the 
deep blue sea, Dreadnaught 
follows the theme of the lost 
city of Atlantis: Aliens are 




trying to destroy the 
remains of the city and it is 
your job to stop them. 

All double packs are 
priced at £7.99 on cassette 
and £9.99 on disc. 



SPACE 
WARS 





Zepplin takes off 



A WEALTH of new games 
titles for Atari computers are 
on the way following the 
recent formation of Zepplin 
Games (091-281 4401). 

The company was 
launched last November 
and boasts a team of highly 
talented young program- 
mers, 

Zepplin J s software direc- 
tor, Brian Jobbling, aged 19, 
already has some impress- 
ive titles under his belt, 
including Phantom, Winter 
Olympics, and Who Dares 
Wins IL His latest offering 



for the Atari is Speed Ace, a 
motorcycle simulation in 
which two players can 
compete against each other 
or 19 computer riders. 

The game features some 
of the world's best known 
race tracks, such as 
Silverstone, Brands Hatch 
and Monza. 

Colliding with any of the 
other riders on the track 
resufts in losing temporary 
control of the motorcycle at 
simulated speeds of up to 
130 mph r Price £2,99, 
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TITLE 

| Software House) 


PHICE 


HENRY'S HOUSE 

Mastertronic 


1.99 


PANTHER 

Mastertronic 


1.99 


180 

Mastertronic 


2.99 


ON CUE 

Mastertronic 


2.99 


DECATHLON 

Firebird 


1.99 


FEUD 

Mastertronic 


1.99 


TALLADEGA 

Top Ten 


2i99 


STORM 

Mastertonic 


1.99 


TRANSMUTER 

Mastertronic 


1.99 


COLONY 

Mastertronic 


1.99 


FOUR GREAT GAMES 

Micro Value 


3.99 


GAUNTLET 

US Gold 


9.95 


FOUR GREAT GAMES 2 

Micro Value 


3,99 


LEADERB0ARD [ 

Access/US Gold 


9.95 


BMX SIMULATOR ! 

Code Masters 


1.99 


MILK RACE 

Mastertronic 


2.99 


ACTION BIKER 

Mastertronic 


< 

1.99 


DIZZY DICE 

Players 


1.99 


MONKEY MAGIC 

Alternative 


1.99 


SILENT SERVICE 

Microprose 


9.95 


Compiled by Gattup/Microscope 



Mastertronic dominates this month's chart. Not only has it 
dislodged Firebird's Decathlon from the number one pos- 
ition - replacing it with the excellent Henry's House - the 
company also has seven titles in the Top Ten. 
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SOFTWARE 

EXPRESS Ltd. 




NEW RELEASKSM! 



ALTERNATE REALITY (THE DUNGEON) „^ DISK £19,99 

GUILD OF THE EVES.- - DISK £19.95 

KNIGHT ORC_ ~ ~ CASS £14 95 

KNIGHT ORG * DISK £14.95 

DRUID ~ - ■ CASS £7.95 

DRUID ■■ «+++m DISK £12.**5 

THE LIVING DAYLIGHTS CASS £9.95 

THE LIVING DAYLIGHTS...^ , msk £14.95 

AHKANOID-n - ■ CASS JJ.M 

ARKANOID - ■ DISK £14.95 

DARG ~ CASS £3.99 

DA RG -™ DISK £7,99 

GUNSUNGER * - IHSK 

JOE & THE NUCLEAR CAVERNS- DISK £7.99 



SPECIAL OFFKRSil! 



CONVERSATIONAL FRENCH - ~ CASS 

PITFALL LT „« W „„CASS 

RESCUE ON FRACTALLUS DISK 

FIRST STEPS WITH THE MR -MEN... CASS 

MICKEY IN THE GREAT OUTDOORS ~ DISK 

MOUNTAIN KING ♦..„- - - - CART 

MINER 2049ER — « CART 

BASIC (4O0/80O), - CART 

ROSENS BRIGADE..,,....-.. , - CASS &. DISK 

CLOWNS AND BALLOONS CASS & DISK 

SEA BANDITS - CASS & DISK 

POOYAN CASS & DISK 

ONLY £5.00 EACH M! 



LONE RAjjjER* i ** m i * 1 1 * ii L.....,.Ti«i*ti"- CASS 

ONLY £2.00 EACH tit 



TRIVIAL PURSUIT 

THE ULTIMATE COMPUTER BOARD GAME FOR THE ATART CfU £14.95/£19,95 
XLENT SOFTWARE 10-PRINT- 

ALLOWS YOU TO PRINT, EDIT FONTS AND DUMP GRAPHIC * SCREENS 
TO A 1029 PRINTER..^.* DISK) £14,95 

THE FIRST XLENT WORD PROCESSOR 

"ANTIC" MAGAZINE AWARD WINNER FOR 1987 (DISK) £29.95 



MAGAZINES - BACK ISSUES STILL AVAILABLE * PHONE FOR DETAILS 



ATARI 130XE COM PL 1 ] 1R XC12 DATA RECORDER PACK 

INCLUDING JOYSTICK AND 6 PROGRAMES!-., £139.95 





tllt (ROM) 




(ROM) f5.95 




'VUfTWAHK ^„ 




THE 
ONE 
STOP 
ATARI 
SHOP 



021 32R 
021 643 9100 



O.S.S PRODUCTS 

THE WRITERS TOOL (ROM).. £69.00 

BASIC XL (ROM) ~ £59,00 

BASIC XE (ROM) £79.00 

MAC/65 (ROM) * MtiM 

BASIC XL TOOLKIT £29,95 




ATARI 
ST'S 
AVAILABLE 
FROM 
£259.00 
PHONE 




in Atari ST uilng Fled 
Strut PuMlfhtr, mni (Alt- 
put |d m (Jmt HS4W+ LkKT 

PrlntfT. 



ATARI OWNERS 'THE PROGRAMMER 
CONTAINING BASIC ROM & MANUALS 
ONLY ^-...^ - * £.1351 



SEND OR PHONE FOR OUR LATEST PRICE LIST 
ATARI V.C.S fXUXK 520/1040 (PLEASE SPECIFY) 



BOOKS 

DE RE ATARI - A GUIDE TO EFFECTIVE PROG RAMMING,,, ,-£17.00 

ATARI TECHNICAL REFERENCE NOTES™ , «J2 

ATARI 130XE HANDBOOK (XL/XE BASIC MANUAL) £&95 

OTHER BOOKS AVAILABLE - PHONE WITH REQUIREMENTS 



ATARI 



ATARI 



ATARI CARTRIDGES 
ASSEMBLER EDITOR ... £19 r 95 
CAVERNS OF MARS ....... £7.95 

DEFENDER ™ HAS 

DIG DUG ~ - H.95 

DONKEY KONG J NR. ..... £7.95 

JOUST « - £7.95 

LOGO * . — ~~ £29.95 

MICROSOFT BASIC II . £19.95 
MISSILE COMMAND ...... £7.95 

MUSIC COMPOSER .„ £7.95 

SKV WRITER £7.95 

STAR RAIDERS ........ £7.95 

TENNIS — - ~ - H.95 

TVPO A1TACK £7.95 



ATARI 



A 

ATARI 



DEALER and OVERSEAS Enquiries Welcome 



514-516 Alum Rock Road, Alum Rock, Birmingham. Telephone: 021 328 3585 
212-213 Broad Street, Birmingham, Telephone: 021 643 9100 
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JUST let me ease off these seven 
league boots and soak my aching 
tootsies in this bowl of hot mustard- 
water and I'll be with you, Ahhh! 
That's better. You see, I've just been 
playing in the All Dwarfs 26-a side 
crystal ball kicking championships 
and my toes are now the size, colour 
and consistency of a bunch of over- 
ripe bananas. 

My team - the Adventuring Alisons 
- lost 751 -nil In the final to the Rough 
Diamonds - a mixed team of giants 
and ogres from over the western hills. 
They were bigger than us — about 15 
feet to be precise. 

Goodness knows how they were 
admitted to the competition; They 
must have bribed the committee with 
one of their famous dinosaur pies. 

Still, enough of my pastimes. Let's 
get on with the real business - adven- 
turing. ! have exciting news of three 
great new games, all of which may 
well be on sale by the time you read 
this column. First, following up the 
superb Guild of Thieves, comes 
Jinxter from Rainbird and Magnetic 
Scrolls. 

This lightheaded and humorous tale 
is set in Aquitania, a land soaked in 
luck and happiness where nothing 
nasty ever happens: A land protected 
from the naughty Green Magicians by 
a charm bracelet of magical powers, 

But someone has been removing 
the charms from the bracelet, with the 
result that the Greenies are gaining 
power, and luck is at a premium. Your 
task is to recover the missing charms 
and so restore Aquitania to its former 
state of well-being. 

Written by Michael Bywater and the 
Magnetic Scrolls development team, 
Jinxter fs a far cry from being another 
run-of-the-mill adventure. You won't 
find any obsolete Ores, washed-up 
wizards or hammy Hobbits in this one. 

What you will find is an adventure 
that provides puzzles and giggles in 
abundance. For instance, a guardian 
from beyond the realms of time is not 
a cloaked and bearded figure of 
awesome demeanour, but a morose, 
reluctant, time-serving bloke in a 
herringbone overcoat - a sort of 
Arthur Daley of Aquitania, "What's the 
point of wossname, immortality," he 
grumbles, "if you can't get a decent bit 
of cheese in your sandwich, narmean?" 

And he's pretty naff at helping you 
learn the magic spells you'll need to 
succeed in your mission. "Just find 
the: watchercallit, say the doodah and 
thingie's your wossname. Charm. 
Word. Bob. Uncle. Narmean? 

The supporting characters are no 
less strange. The gardener is a cert- 
ifiable megalomaniac and the village 
postmistress thinks she's Calamity 




Light 
touch Kouloc 
in Aquitania 



Jane. And what is the relationship 
between her and the thick-witted 
postman? What is going on in your 
best friend's cellar and what's that 
pong? Why is everybody so unwilling 
to give you speedy and polite service? 

These and many other pleasures 
await you in Jinxter - an adventure in 
which you can't die, except perhaps 
by laughing yourself silly. 

The other two games are new 
releases from [nfocom - they certainly 
seem to be churning them out these 
days. The first, Beyond Zork, is a little 
different from Infocom's usual 
offering. It combines the traditional 
type of Infocom text adventure with 
elements of role-playing. 

You can allocate a set number of 
points between attributes like 
strength, intelligence and so on, which 



thus determine how you will fare in 
certain situations. 

The adventure includes combat, and 
I believe there is even an on-screen 
mapping feature — a new departure for 
Infocom, 

The second Infocom title is Border 
Turn to Page 10 * 
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Zone, their first tale of international 
intrigue. The plot concerns a rash 
American spy, a KGB agent and a 
happy-go-lucky businessman. The trio 
becomes enmeshed following the 
assassination of a diplomat and their 
paths cross as each carries out his par- 
ticular assignment. 

You see the story from the three dif- 
fering viewpoints, and to help you on 
your way on-screen hints are available 
- another new feature. 

Written by Marc Blank, author of 
such illustrious adventures as 
Deadline and the original Zork, Border 
Zone promises to be a treat for all 
adventurers. Watch these pages for a 
detailed review of all these new 
products in the near future. 

And now to your letters, most of 
which concern The Pawn, Dan Proops 
from London and Jonathan Evans of 
Pretoria, South Africa, cannot get past 
the boulders. See the Hints section for 
instant enlightenment. 

Among other problems, Jonathan 
doesn't know what to do with the 
floorboards in the tree and has found 
that the Guru does not want any Per- 
rier water - what does he want? Help 
is at hand. 

Mark Powell of Lewes in Sussex has 
completed Hollywood Hijinx and I am 
pleased to publish some of his hints 
for that adventure since many of you . 
are still struggling gamely with it. 

Donna Thresher of Hockley, Essex, 
says she has lost the novella which 
came with The Pawn and now can't 
load the game as she doesn't remem- 
ber the passwords. I'm not surprised 
you can t recall the passwords - 
potentially- there as many of them as 
there are words in the novella. 

Rainbird use the novella as a 
sensible and effective anti-piracy 
measure, the reasoning being that if 
someone hasn't got the documen- 
tation they probably didn't buy the 
original game. 

It's bad luck on any genuine owner 
who loses the essential documen- 
tation, though. The only thing I can 
suggest, Donna, is that you write to 
Rainbird explaining the position and 
enclosing proof of purchase and per- 
haps they will be kind enough to let 
you have another copy of the novella 
Better take good care of such docu- 
mentation next time, because all 
Rainbird adventures use this pass- 
word protection method. 

Arvin Norris of Cwmbran is having a 
spot of difficulty with Ultima IV. He 
would like to know the exact position 
of the mandrake root using the sextant 
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and requires the correct order of the 
three parts of the word of passage- 
Can any reader help? 

Alternate Reality - The Dungeon is 
causing some anguish to Dave Hall: In 
his own words he's "a somewhat frus- 
trated, droopy-eyed adventurer from 
Sheffield", 

He wonders how you can get a city 
character into the dungeon without 
getting him killed off immediately. 
Why does the oracle tell you of quests 
that cannot yet be completed? What 
are the answers to the gargoyle's rid- 
dles? And why does the ferryman 
insist on taking Dave downriver con- 
trary to what the manual says? A tall 
order - can any player assist? 

I'm afraid I've changed my mind 
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□ boul giving a aindown of how all the 
points are scored in The Pawn, I 
realised after mentioning it in the 
December issue that to do this in one 
go would mean giving too much of the 
game away and spoiling it for players 
still wrestling with it. 

Instead, and starting now, I am 
providing a serialised partial solution 
- so you'll still have some work to do 
and you won't get all the help at once. 
My thanks for possible solutions go 
out to many readers, but especially to 
Jason Murphy of Manchester, Phil 
Latham of Macclesfield and Mark 
Sarul of BarwelL Leics Farewell for 
now. Keep those lamps brightl 
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ACCORDING to the book Inventions 
That Changed The World the present 
Gregorian Calendar began to be used 
on Friday October 15, 1582 when 
Pope Gregory XIII revised the old 
Julian calendar. This then became the 
standard for most of Europe, 
although Britain did not begin to use 
it until 1752, 

Bringing Pope Gregory up to date, 
this program will print - on-screen or 
to an Epson-compatible printer - a 
monthly calendar from October 1582 
to any future date you care to enter, 

When the program is first run you 
are asked to enter the month and year 
you wish a calendar for The month 
must be entered as a number from 1 
to 12: For example, if you want 
January you must enter 01, and so on. 
The year must be a four figure number 
greater than 1582, this being the date 
of the newly recorded calendar. 

Once the date has been entered you 
are asked to enterthe size of the calen- 
dar you want to print - (S}mall, 
(M)edium or (L)arge. You also have 
the option to have no printer, which 



PROGRAM VARIABLES 

UNEf Screen lines to be dumped to pnnter 



Calendar maker 

Othman Abdul Hamid takes a look 
backwards and forwards in time 



means that the calendar is only dis- 
played to screen. This is achieved by 
pressing any other key other than one 
that chooses size. 

When the size is chosen the pro- 
gram will calculate the new calendar. 
If at this point you change your mind, 
just press C to start again, or press P to 
print the calendar. 

The program works by counting the 
days interval between the year 1200 



and the date entered -the year 1 200 is 
taken as starting point to simplify 
calculation. The days are then conver- 
ted into weeks and the remaining days 
- obviously a number not divisible by 
seven - determine the position of the 
last date in the calendar. 

To check the accuracy of the pro- 
gram I have used it to check many weN 
known historical dates, and found it to 
be accurate every time. 
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Names of the months 
Names of the days 
Number of days in each month 
stored in an array 
Month of the calendar . 

The the last day of the month 
Number of leap Y ears 
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since the year 



Century years (such as 1200,1600,20001 
which are leap years 
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If rfEN +fr*********«+**+#* + *i + *4#*t + * 

20 HEM * CALENDAR MAKER * 

30 REM * B* OTHMAN A&&UL HAMID * 

41 HEM * (c) ATARI USER * 

50 REM **#i**t*#jn*A*(mfrt#»**in+#4+ 

70 DIM LINEiM20),MONTH3{10),DA*J(12), 
A0NTHM2) 

80 ? CHRS(125):POSinON &,5:? 'CALENDA 
ft MAKER: PROGRAM" 

90 POSITION H # 7:1 'Br OTHMAN A. HAMID 



MONTH 



TEA ft 



IBB POSITION 11,10;? 
:P0KE 752J 

110 HEM TRAPPING INPUT ERROR 

120 TRAP 560:POSITION 1 1 , 12: INPUT MONT 

:IF M0NT<1 Oft HON7M2 OR MONToINT (HON 



T> THEN 550 

130 TRAP 570:POSIT1ON 21,12; INPUT Ts IF 
tM0NT<1B AND r<15$3) OR r<1582 OR K> 
I NT { ¥ ) THEN 570 

KG POKE 752,1:? :? 'IF TOU USE EPSON 
PRINTER SELECT CALENDAR SIZE':? 

151 1*1 = SHALL H = BEDIM':? :? 
' L = LARGE ANY KET NO PRINTER - 
160 OPEN *1,4,fl/K:':GET #1 # K:CL0SE #1 
17fl IF (=83 THEN SIIE=1 
ISA IF K=77 THEN S I Z E= 36 
m IF K=76 THEN S I Z E=40 
in 7 CHRK125):? "THINKING 
210 REfl COUNTING DATS SINCE 1200 A.D 
220 REM 

230 HM*=0:LPrEAR = 0: CENTURA :l£ENTURT 



=0; RESTORE 590:FOR Ml TO HON T : READ i t 
MONTHJ:HtrATsNDAT+D:MONTH( A) = D:NE)IT A 
?i0 FOR A=1200 TO K-1 STEP 4 r LPVEA R= LP 
YEAR*1 : N£JCT A: FOR A-1200 TO T-1 STEP 1 
00:CEN1Ufir = £ENTURHl:NEXT A 
250 FOR A:12«0 TO T-1 STEP 400: LCENTUR 
T=LCENTURTM;NEXT A 

260 rRDAY=365*(r-1200);LE*P=LPYEAR-CEN 

TURYHCENTURT 

270 REM 

m m ADDING 1 TO FEBRUARY IF LEAP 
YEAR 

290 IF H0NT>1 AND 1im~- INT(Y/400) AND 
T/100=INT(r/100) THEN MDA t=NDAY H : MON 

Turn to Pag« 12 +■ 
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TH(2)=NONTH12)*1:GOTO 340 

300 IF M0NT>1 AND r/1lf>IIT(T/1ll) THE 

N 

318 If MQNT>1 AND Y/4=INT(Y/4) THEN NO 

ftY=MDAYfl:MONTH(?3=MONTH(2H1 

320 REM 

330 REM TOTALLING DAYS, DETERMINE POS 
1TI0N OF FIRST DATE IN CALENDAR 
340 RESTORE 6lfl:T0TAL=MDAY*YR.DAY*LEAP; 
DAY=INT(10*(TOTAL/7-lNT(TOTAL/7>3) : FOR 
A=S TO DAY 1 STEP -1 :RE AD LAS 7 : NEXT A 
350 DATE z MQNTH(MONT)+LAST: IF DATE-MONT 
H(M0NT)>6 THEN DATE = DATE-7:REN MATCH 
DATE UITH CORRECT DAY 
560 OPEN #2,M/E:':REM OPEN THE SCR 
EEN EDITOR FOR FORCED READ NODE 
370 ? tHJI*(12*);P0KE 752,1 = FOR A=4 TO 

14 STEP ?:POSITIDN 1,A:? 

-- NEXT A 

580 RESTORE 620 
390 REM 

m REM PRINT CALENDAR ON SCREEN 

410 FOR 1*5 TO 17 STEP 2; READ DAY$:POS 

I T10« 1,A:? DAYS :NE)(T A 

420 FOR VLN=37 TO 12 STEP -5: FOR HLN=1 

7 TO 5 STEP -2:POSlTION YLN,HLN 

430 IF DATE>9 AND> DATE<HQNTH{HOtlTM T 

HEN 1 DATE 

440 IF DATE>0 AND DATE<10 THEN ? ' ;J) 
ATE 

450 DATE=D A*i-1 ; hEKT H LN ; NEX T VLN 

460 POSITION 20-INT(LEN(NONTHS)y2)-3,? 



;? MONTHS;' "if 

470 POSITION 7,1^? ' S-W1TCH ON PR 
INTER FOft A=1 TO 300 : NEXT A 
480 POSITION 7,19:? 'Press Calendar o 
r Print" 

490 OPEN *t,4,0/K:':GET *1,K:CLOSE *1 

500 IF K = 67 THEN &UN 

510 IF K=80 THEN GOSUB 63C:6OT0 230 

m GOTO 4«0 

530 m 

540 REM TRAP LINES 

550 IF MONT<1 OR M0NTM2 THEN POSITION 
6,14:? CHRS(253);'1NC0RRECT MONTH 

■:GOTO 120:REH 11 SPACES 
560 POSITION 6,14:? CHRSC253) ;'PLEASE 
ENTER NUMBERS ONLY.':G0TO 1?0 
578 POSITION 6,14:? CHR£( ?53);'ENTEft 4 
-FIGURE/BEYOND 1512': SOU 130 
5S0 REM 

590 DATA 31, JANUARY, 28, FEBRUARY, 51 , MAR 

CH,30,APRIL,31,MAV,30,JUNE,31,JULY,31, 

AUGJST,3fl,SEPTEflBER,31,0CT0BER 

600 DATA 30, NOVEMBER, 31, DECEMBER 

611 DATA 2,3,M,5,M,M 

620 DATA SUNDAY , MONDAY , TUES 

DAY , WEDNESDAY , THURSDAY , fRIDAY 

, SATURDAY 
630 POSITION 2,19:? ' 

':REM 58 SPACES 
640 REM PRINT HARD COPY 
650 POKE 755,2:PQKE 32, OPPOSITION PEEK 
(823,0:FOR A=1 TO 24;TRAP 690 
660 REM fOR EPSON 

670 INPUT #2,LINE!:LPRINT ChRS(27);CHR 
S(353;CHRS<SI7E);lINES:NEKT A:? CHRK1 



25) : CLOSE #2:RETURN 

6«0 REM OR SiNPLY 670 INPUT il, LINES 
: LPftlHT LINE(:NEKT A:? CHRSC125) : C LOSE 
^2: RETURN PLEASE DELETE LINE 6«0 
690 POKE 82,2-.? CHAf(253) :GOT0 470 
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MUCH MORE THAN A MAGAZINE 




PAGE 6 has been supporting Atari 
computers for 5 years - coverage now 
includes both 8-bit and ST. Get the latest 
copy from your local newsagent or by 
subscribing* 

We also support our readers in many other 
ways* 

* All 8-bit magazine programs on disk 
with bonus programs included 

* Books for beginners to experts 

* Dust covers for all Atari equipment 

* The widest range of Atari public 
domain software available anywhere 



Phone us on 0785 57005 for further details 
or visit your local newsagent today 
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Program: Gunsfinger 
Price; £14.95 (disc only) 
Supplier: Dataso ft/US Gold, 
Units 2 & 3 Hotfdrd Way, 
Hoi ford, Birmingham 86 
7AX 

Tel: 021-366 3389 



IN this graphical text adven- 
ture you play Kip Starr, an 
unemployed Texas ranger 
who has just received two 
telegrams from his old 
buddy, James Badland, 

The first tells you that 
Badland is in a jail south of 
the border and, if this isn't 
enough, the second informs 
you he is about to hang in 
two days. 

Not wanting to let your 
old friend down you pack 
your bags and your trusty 
six-shooter and get ready to 
leave. Then out of the blue, 
yet another nasty telegram 
arrives. 

This one is much more 
sinister; "We've escaped 
from jail. Just a warning for 
you and that buddy of 
yours. Signed: The Dalton 
Brothers fall' six of us}". 

Your prospects don't look 
so bright when you find 
yourself stranded in the 
desert after riding your 
horse to death. But things 
pick up when a traveller 
comes across you and offers 
you a ride into Dawson City. 

So there you have it: All 
you have to do is break into 
and out of jail. Then you 
must keep your appoint- 
ment at the OK Corral for a 
shoot-out with the six 
Dalton brothers. Simple. 

You find adventure in a 
gold-rush ghost town, an 
Indian village and a US 
Army fort, all generously 
scattered on vour way to 



Mexico to save friend James 
from the hangman's noose. 

Many other diversions 
stand in your way in the 
form of crooked poker 
games, runaway mine cars, 
dangerous waterfalls and 
ambushes. These are all 
presented using more than 
100 very effective hi res pic- 
ture screens. 

You can enter commands 
from the keyboard - in a 
fashion all keen adventure 
players should now be 
familiar with -or use a com- 
bination of joystick and key- 
board inputs: A novel 
approach and fun, 

The screen shows your 
locati on on the left and a 
menu of verbs, nouns and 
prepositions on the right. 

You can also bring a com- 
pass on to the screen by 
moving the on-screen arrow 
into the area just to the left 
of the command screen. 
You can save a game at any 
time by highlighting the 
SAVE command in the verbs 
box. Whatever you do, don't 
save a game on a master 
disc. 

If you are new to this form 




of entertainment here are a 
few hints: Always save at 
regular intervals - the West 
is very dangerous and you 
can be killed at anytime. 
Make a map - it's always 
useful to know where you're 
going. Also watch out for 
the Indians - they have a 
habit of collecting scalps. 

All the Stems you find will 
be used for something, so 
don't go dropping them. A 
horse can make all the dif- 
ference, so be careful where 
you leave one, and remem- 
ber stealing one is a hang- 
ing offence. 

If you encounter a dis- 
honest character - and there 




are a few - remem ber this is 
the West and your gun 
speaks the only truth. For 
example, when I went into 
the saloon for a game of 
cards the man opposite me 
cheated. I didn't ask him to 
apologise: I just shot him 
dead - and he turned out to 
be Jessie Dalton - only 
another five to go! 

This adventure is one of 
the largest I have ever 
played. The pictures are 
excellent, and I especially 
liked the one of the card 
player staring at me over his 
hand just before I shot him, 

It's very playable and 
quite humourous in parts. 
Although not the most 
intriguing game ever, some 
thought is needed if you 
want finish and save James. 

If you like adventures and 
fancy something a little dif- 
ferent, Gunslinger is a must. 
It s originality and ease of 
use makes it a winner, 

Neil Fawcett 



Presentation rr4 „„ ..... 8 

Atmosphere ,., 7 

Graphics..... , S 

Puzzlement .. $ 

Vahse for money 8 

Overall 8 
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Program: Transmute? 
Price: £1.99 

Supplier: Code Masters, 
Lower Farm House, 
Stoneythorpe, Southam 
Warwickshire* CV33 ODL 

Tef: 0926 $74 132 



IN the past Code Masters 
has only released two 
games on the Atari - Red 
Ma* and BMX Simulator. 
They are both graphically 
excellent, sonically superb 
and packed with playabilitv- 
So it came as a welcome 
sight when I spotted the 
company's latest offering - 
Transmuter, a horizontally 
scrolling shoot-'em-up. 

The story? Well, it seems 
that in the future the Sun 
becomes a red giant, and 
the extreme cold makes 
everybody go underground 
to keep warm. Up top, 
sentry robots and attack 



droids are kept in place to 
defend from possible 
invasion. 

Time passes, and using 
Earth's resources, the 
remaining humans build 
ships and travel out to the 
stars, seeking a new home. 

Settled in their new 
planet, people wonder what 
became of the Earth, so a 
single man is sent back to 
the home world in a new 
fighter carrying, at its core, a 
matter transmuter. 

That is a device capable of 
transforming energy into 
separate forms for use in 
attack or defence. 

You are that man, and on 
reaching the Earth you are 
attacked by the outer defen- 
ces left a millennium ago. 
Activating the transmuter, 
you fly into battle - attack 
being your only chance of 
escape. 

This story line covers 



what is actually a version of 
the Konami arcade game 
Nemesis, Yes, they're all 
there — speedups, missiles, 
double 45 degree shots, 
lasers, multiples and shields 
- all the features of 
Nemesis- 
All except one thing - 
speed. And unfortunately all 
the snazzy features in the 
world can't help if a game is 
slower than the proverbial 
tortoise. 

Once you completes level 
you are confronted with a 
mother ship, just like in 
Nemesis. When this is de- 
stroyed you have a bonus 
level with all sorts of 
starships flying at you. 

Yet the game gets in- 
credibly easy if you have 
speeded up firepower and 
two multiples, because 
nothing gets past you.* 

Graphically, Transmuter 
is not bad., with average 




sound and gameplay. 
Though it's slow, if you 
really are desperate to play 
Nemesis on your Atari, at 
£1.99 I don't suppose it'll 
burn that much of a hole in 
your pocket. 

Robert Swan 
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There's a mouse loose.. 




Program: Basil the Great 

Mouse Detective 
Price: €9.99 

Supplier: Gremlin Graphics, 
Alpha House, 10 Carver 
Street, Sheffield Si 4FS. 

Tel: 074? 753423 



221 B Baker Street is home 
to the two greatest detec- 
tives in the world. Upstairs 
is Sherlock Holmes, and 
below in the basement is a 



mouse named Basil, the 
most intelligent rodent mind 
ever. 

This keen, sharp-witted 
mouse and his colleague - 
the amiable Dr. Dawson - 
have solved many a crime. 
But now the evil Professor 
Rattigan has kidnapped 
Dawson, and it is down to 
you as Basil to find and 
rescue your friend and 
partner. 

As the game loaded, the 
distinctive tones didn't 
sound quite as clear as they 
should, but then up came 
the message: "Please wait, 
now loading Basil". What 
appeared was a shaded 
loading screen of Basil in 
action. 

What I certainly was not 
prepared for was the wait - 
about 20 minutes after load- 
ing started the screen 
advised "Please rewind tape 
to start of side 2 and press 



spacebar". Shades of 
Gauntlet. 

After approximately half 
an hour the game was in so, 
picking up my trusty joystick 
I set about it. 

The graphics are in 16 
shades of brown for the 
playing area, and the score 
area is blue, red, green and 
yellow. Need I go on? It's 
incredible. 

The programmers of this 
visual feast have done some 
really fantastic work using 
the limited screen paliette, 
and the sprites are cute and 
well detailed. The display is 
clear and easy to see, with 
more than adequate sound. 
The gameplay is a little diffi- 
cult to start with - especially 
finding which items to use 
and examine - but you get 
used to it after a while. 

What of the baddies? 
Enemy mice roam the kerbs 
and gutters of London, 



Slight contact with them 
reduces your energy and 
prolonged contact is lethal. 

To reach high places you 
must leap and bound. 
Timing the jumps and 
finding the exact spot to do 
so takes trial and error- and 
time. 

In fact, my overall im- 
pression was one of time: 
Time to load, time to get 
used to the controls and 
gameplay, and time to 
tackle the game itself. 

Basil the Great Mouse 
Detective looks great, plays 
well, and should have you 
stuck to your keyboard till 
the early hours. 

Keith Parti son 
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Adventure of a lifetime 




Program: Alternate Reality : 

The Dungeon 
Price: CI 9.99 {disc only) 
Supplier: Dataso ft/US Gold, 

Units 2 St 3 Hofford Way, 

Hoiford, Birmingham 86 

TAX 

Tel: 027 356 3388 



THE Dungeon is the second 
in the Alternate Reality 
series of role-playing adven- 
ture games, It's the sequel 
to the City, Part One, and is 
just as much fun. 

The package contains 
three discs, a witty and 
amusing guide book, a basic 
map of level one, a letter 
from Trilog - another poor 
sole lost in Alternate Reality 

- as well as a complete map 
of the Dungeon, 

Though this is of no real 
use, it looks pretty. However 
I would advise everyone to 
read the guide book 
diligently if they are to 
understand the game to the 
full. 

The opening sequence 
which sets the scene is great 
fun to watch and listen to. 
As the music plays in the 
background the words are 
printed on the screen, and 
all this on top of a 30 
rotating star field remin- 
iscent of Dr Who. 

As in the City, the game 
begins with you being 
abducted from Earth in a 
gigantic spacecraft. This all 
happens on screen with you 
transported to another 
planet an Alternate Reality 

- hence the original title. 
After this you find 

yourself in a room with only 
one exit. This faces the 
Dungeon and is covered by 
a force field with numbers 
spinning around above the 
lintel. 

As you pass through, the 
numbers freeze as the 
Dungeon guide remarks: 
r As if you had pulled the 
lever to a cryptic slot 
machine". Their frozen 



status - referred to as slats 
for the remainder of the 
game - determines your 
levels of stamina, charm r 
strength, intelligence, 
wisdom, skill, health and hit 
points. 

You are now in (he 
Dungeon, which is where 
the fun starts. In this maze of 
corridors and sewers you 
can meet all sorts of crea- 
tures - and probably will, 

Near-the entrance is the 
Damon and Pythias shop 
where you can buy almost 
anything. 

And don't forget to barter 
with the owner - he nearly 
always gives in. 

Scattered throughout the 
Dungeon corridors are lots 
of doors, but if you thought 
that doors were just doors 
you're wrong. 

In this game there are 
magic doors invisible doors 
- I never saw one - and 
those that you can only 
open from one side. 

Included in the guide is a 
grid you can photocopy and 
draw on - mapping is a 
must if you dont want to get 
yourself lost. 

Eventually, as you work 
your way round you 
encounter a thief, a giant 
bat, an acolyte and other 
equally obnoxious crea- 
tures. When this happens 
you have various choices: 
Charge, run away, transact 
and so on. Fighting is usu- 



ally the best option, because 
if you win you can loot the 
body for treasure or weap- 
ons — macabre but 
rewarding. 

Defeat usually ends in 
your demise, but you r re not 
really dead - the Dungeon is 
nice that way and you can 
be resurrected for a small 
fee. In addition, if you are 
low on hit points you can 
always go to the Retreat to 
recoup. 

Because the Dungeon is 
so dangerous I found it very 
useful to save a character at 
regular intervals. Fans of the 
City will be pleased to know 
that their existing characters 
are transferable, which 
gives you a much better 
chance of survival. 

Movement is controlled 
by a joystick in port one or 
the keyboard. All other com- 
mands are single key entry. 



My favourite is P, for pause, 
which stops the action at 
any time without affecting 
the game. 

Other commands include 
U to use any item you are 
presently carrying, and D to 
drop an item if you get too 
overburdened with stolen 
goods. 

Various menus can be 
called up at any time and 
this, mixed with your stats 
at the top of the screen, 
action sequences in the 
middle, instructions and 
information at the bottom 
and having to flip discs all 
the time make the gameplay 
a little confusing. 

The discs are constantly 
being swapped - although 
larger memory machines 
don't require as much up- 
dating. 

All the on-screen text style 
is in old English. This is very 
appropriate but a little diffi- 
cult to read at times without 
squinting. 

AH in all, this is another 
superb package from Data- 
soft and well worth every 
penny. The graphics are 
superb and the music 
played throughout the game 
is stunning. 

Ruth James 
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Stock car challenge 



Program : Tatledega 
Price: €1 99 

Supplier: Top Ten, 12 Chtf- 
tern Enterprise Centre, 
Station Road, Theafe, 
Berkshire RG7 4AA. 

Tel: 0734 303663 



RICHARD Petty, king of the 
Nascar Super Stocks race 
scene, challenges you to a 
gruelling race against 18 
other drivers, each program- 
med to beat you. 

This is Top Ten's descrip- 
tion of it's latest release. 
Basically, it's Pitstop plus a 



large dose of Pole Position. 
You have to race around a 
selected track - or choose 
one at random - inside the 
time limit to qualify for the 
main event 

You have to beat 19 racers 
- including Richard Perry in 
a blueflashing car- in order 
to win. 

You can soon learn 
several tactics to help you 
beat the others - using 
turbo boosters which use up 
a lot of fuel and cut down 
control on bends, or sneaky 
manoeuvres such as 



slipstreaming which cut 
down on fuel used. 

You can also cut turns, 
which allows you to take a 
certain line through bends 
at 250mph - the car will do a 
four wheel drift but you can 
retain full speed or even 
lean on the other cars to 
shunt them out of the way. 

For balance there are 
things to hold you back or 
even put you out of the race 
- engine trouble is one but it 
is quickly remedied by a 
pitstop. 

I didn't think Talledeqa 



Jump at this one 



Program: Twilight World 
Price: £4.99 

Supplier: Atari, Atari House, 
Railway Terrace, Slough, 
Berkshire SL2 5BZ. 

Tet: 0753 822914 



ISN'T it nice to see a familiar 
face again after so long? Yes 
it s true; Atari is now back in 
the software field after a 
long rest. 
Its last release was the 



disc-only Star Raiders II last 
Christmas- Well, now all you 
proud tape owners can 
relish m Atari's comeback 
too, with this new offering 
from Matthew Trimby - 
author of Mastertronic's 
Crystal Raider 

Twilight World centres 
around you as a guy with a 
gun and the ability to leap 
over vast pits of flame while 
avoiding nasties and collec- 



ting gems. 

The nasties come at head, 
chest and feet height* and 
you can duck, jump or blast 
your way through the-cav- 
erns ahead. A jet pack is also 
at your disposal a little later 
in the game. 

The graphics are very 
good, and run along the line 
of the main character in US 
Gold's older titles such as 
Scooter, Ollie's Follies and 



Jumping back 



Program: Henry's House 
Price: £199 

Supplier; Mastertronic, 8-10 
Paul Street, London EC2A 
4JH. 

Tei: 01-377 8411 



POOR Henry's got a bit of a 
problem. Although daddy 
happens to be the king, this 
hasn J t stopped him from 
going where he's not 
supposed to - the royal 
laboratories. Nor has it 
prevented him from 
drinking a potion which he 
shouldn't. 

AN this has resulted in a 
six inch high prince in a lot 
of trouble, 

Henry must now traverse 
many different rooms, 



collecting items on the way 
that will restore him to full 
size. These vary from eggs 
and food mixers, to boots 
and crowns - and some 
rooms contain televisions. 

As you've probably 
guessed by now, you play 
Henry in this platform-jump- 
collect game. But somehow 
this has something which 
other offerings like Jet Set 
Willy didn't - it's highly 
playable. In addition control 
is a lot easier than in similar 
games. 

Though the first few 
screens are a little difficult to 
start with, once you have 
managed to navigate your 
way through them things 
seem to fall into place and 




the game gets progressively 
easier- 
One thing I didn J t like was 
that you die if you fall from 
too great a height, I can only 
suppose that if you're six 



was up to much graphically 
and its age is showing with 
old sound and gameplay. All 
in all it's not likely to make 
you race down to your local 
stockist to buy. 

With Pole Position being 
sold nowadays for about 
£2.99, I believe you'd be 
better off spending the extra 
pound on that. Robert Swan 
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Ghost Chaser - except they 
are much larger. 

Overall, a nice jump- 
shoot-collect game; A sort 
of Ollie's Follies in Hell- 
Robert Swan 
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inches tall, everything's a 
great height. 

The graphics are excellent 
and the sound adequate - I 
especially liked the rendition 
of Rule Brittania at the 
beginning. The game is 
certainly worth E1.9B of 
anyone's loot. 

While the plot may be 
pretty than for what is 
essentially a platform game 
with royal overtones, this is 
a must. We certainly were 
amused. 

Bob Powers 
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A LOT of companies have found 
success in the world of computer 
products, but perhaps the two largest 
and best known in the Atari fieJd are 
MicroProse Software and Origin 
Systems. 

These two giants of the software 
world have now agreed to unite in a 
venture and as a result a massive 
range of quality software will soon be 
marketed throughout Europe - and 
that is good news for all of us. 

MicroProse is a subsidiary of Micro- 
Prose Software Inc. of Hunt Valley, 
Maryland, USA. The parent company 
was founded by Sid Meier and ex- 
fighter pilot "Wild" Bill Stealey. Since 
its formation in 1986 MicroProse has 
become one of the leading companies 
in the field of simulation games. The 
software is of a very high quality, and 
packaging and instructions areconsis- 
tantly superb. 

Some of the titles that made Micro- 
Prose famous in the 8 bit Atari world 
can be seen in the panel below. These 
products, and many more, have 
always been a popular choice for soft- 
ware collections. This popularity can 
be put down to their high quality and 
availability on both tape and disc - a 
factor that a lot of companies forget 
about these days. 

All the games are thoroughly 
researched before being released. For 
example, when Sid Meier was writing 
F-15 Strike Eagle he read everything 
available on the American Air Force's 
most sophisticated multi-role combat 
aircraft. 

The cockpit display, performance 
figures and weapons systems have 
been duplicated as closely as possible 
on the computer simulation. If this 



MICROPR 



A winning 
combination 



NEIL FAWCETT takes 
a close look at two 
Atari software giants 

wasn't enough, Stealey hired F-15 
pilots to test the final product. Now 
that's what I call research. This is why 
MicroProse products are considered 
to be the Rolls Royce of the software 
industry 

Origin Systems was founded in 
1983 by a team of four: Richard and 
Robert Garriot, their father Owen and 
Charles Beuche. Today the company 
employs around 30 people and uses 
between 10 and 15 freelance pro- 
grammers. Anticipated sales figures 
are over four million dollars a year. 

The history of this company goes 
back long before 1983 to a young 
Richard Garriot, at that time a high 
school student. For many years he had 
an interest in fantasy role-playing 
games - TSR's Dungeons and 
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Product 


price 


price 


Company 


F-15 Strike Eagle 


£9.95 


£14.95 


MicroProse 


Solo Flight 


£9.95 


£1495 


MicroProse 


Silent Service 


£9,95 


£1495 


MicroProse 


Kennedy Approach 


£9.95 


£14.95 


MicroProse 


Spitfire Ace 


£9.95 


£14.95 


MicroProse 


Hell Cat Ace 


£9,95 


£14.95 


MicroProse 


Mig Alley Ace 


£9.95 


£14.95 


MicroProse 


Conflict in Vietnam 


£9.95 


£14.95 


MicroProse 


Crusade in Europe 


£14,95 


£19.95 


MicroProse 


Decision in the Desert 


£14.95 


£19.95 


MicroProse 


Nato Commander 


£9.95 


£14.95 


MicroProse 


Ultima 




£19.95 


Origin Systems 


Ultima II 




£19.95 


Origin systems 


Ultima III 




£1995 


Origin Systems 


Ultima IV 




£1995 


Origin Systems 


Ogre 




£19.95 


Origin Systems 


Autoduel 




£19.95 


Origin Systems 




fo'chard Ganiot 
Whor of Ultima 



Some of the products that have made MicroProse famous 



Dragons. This fascination led to him 
programming the school's single 
punchcard-operated computer with 
his own mini adventures. 

His first programming experience 
came when he went to Gunn High 
School where he logged many hours 
on an Apple computer. This is also 
where, on the very first day at school, 
he picked up his now famous nom-de- 
plume - Lord British 

This was because when people 
greeted him with "Hi" he replied with 
the unconventional "Hello J \ People 
said: "What a proper way you have of 
talking - vou must be British!". The 
nickname stuck, and later Richard 
placed the Lord in front. He now uses 
the name for the main character in his 
famous Ultima series - but more of 
that later. 

When Richard left school he got a 
job in a computer store back home in 
Texas, programming its Apple com- 
puters He wrote quite a lot of graphic 
adventures and one day his boss - 
unbeknown to Richard - showed one 
to an up-and-coming software com- 
pany - California Pacific. In 1979 the 

Turn to Page 18 + 
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■4 From Page IB 

company published Richard's first 
game - Akalebeth - and it sold a very 
healthy 25,000 copies. 

Encouraged by this success Richard 
decided to write another game. This 
eventually emerged as Ultima, one of 
the most successful adventure games 
ever. He sold the rights to Sierra 
Qn-Line r and it went on to sell around 
50/000 copies. After this in 1981 came 
the sequel, Ultima II, which was also 
licensed by Sierra On-Line, and sold 
around 100,000 copies, 

Richard always had strong feelings 
as to how his games should be mar- 
keted, so in 1983, while he was still 
working on Ultima III: Exodus, he 
decided to form his own company - 
Origin Systems - with his brother 
Robert, who had just come out of 
business school. 

They also asked their father Owen - 
a former NASA astronaut - and a pro- 
grammer - Charles Beuche - to join 
them. Just to show that this is a family 
business they also got Helen Garriott 
to do the superb illustrations in the 
Ultima booklets. 

Ultima III was another massive 
success, far outselling the previous 
adventures. Now the scene was set for 
the next challenge - Ultima IV: Quest 
for the Avatar, which has sold over 
200,000 copies. 

However, the Ultima series aren't 
the only packages that Origin are 
famed for. Admittedly, the company's 
products are what you could call 
highbrow, needing a lot of thought 
and time, but they do move from the 
fantasy adventure theme, 

For example, in Ogre you challenge 
the might of a cybernetic supertank 
programmed to annihilate anything in 
its path The game is set in the 21st 
Century and you must deploy con- 
ventional weapons and infantry to 
protect a defence post. It's a conver- 
sion of a Steve Jackson board game, 
and is a pleasure to play. 

In another - Autoduel, classed as a 
strategic role-playing game - you 
again enter the 21st Century, this time 
in the IME of America, where death 
lurks around every bend of the 
freeway. 

This is the first product to be 
launched under the MicroProse/Origin 
banner and is a nice addition to the 
already impressive joint range. It's 
based on a Steve Jackson board game 
called Car Wars and, again, is a very 
close translation. As with the Ultima 
series, the packaging is excellent: The 
box contains a miniature toolkit - a 
very nice touch. 




The world of Sosaria, elegantly portrayed on the cloth cap 



But now the 64 million dollar ques- 
tion: How did Origin and MicroProse 
get together? 

This was down to Bill Steeley, presi- 
dent of MicroProse in the USA. Bill is a 
business associate of Robert Galliolt 
who was intending to set up a UK 
company with Stewart Bell. He asked 
if Origin was interested in a joint ven- 
ture arrangement - the company 
already had something going in Japan 
where the Ultima series is very 
popular. 

Initially MicroProse will launch 
seven Origin titles on the British and 
European markets, including the 
Ultima series. They have been re- 
vamped and include booklets and a 
beautifully made cloth map showing 
the world of Sosaria. It's worth buying 
for that alone, never mind the 
payability. 

If you're into role-playing games 
and strategic simulations, the future 
seems very rosy indeed for the Atari 8 
bit computers. Ultima V; Warriors of 
Destiny will hopefully be available 
around March for around £19.95. 

In it the adventure continues with 



Lord British leaving Britannia to 
explore the newly-discovered 
underworld, but all contact between 
the good King and his companions is 
lost. In Britannia, pandemonium 
breaks out when the sole survivor of 
the expedition returns to tell the tale. 

You are summoned in an attempt to 
discover what has happened to the 
King and defeat the evil g rowi ng i n the 
lands. Sounds great fun. New features 
added include eight dungeons, more 
animated monsters and 30 new towns 
to explore - some of them with as 
many as five levels. 

You can choose from 10 people to 
come on the quest with you - up to six 
at any one time - and it's also possible 
to have interactive conversations with 
more than 200 characters. The combat 
system has been redesigned and 
should give more realism to the game. 
With all these options this can only be 
another winner for Lord British. 

MicroProse plans to release a new 
simulator called Gunship later this 
year to complement its already large 
range. And if it is up to the usual qua- 
lity it will be well worth waiting for. 
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A super shoot-'em-up for the XE games 
system from ANDRE WILLEY 



FOLLOWING last month s exami- 
nation of the new Atari XE Gam as 
System with its accompanying light 
gun, here's something else for you to 
do with your new-found toy- Shoot- 
ing bugs is all very well, but it 
certainly doesn't help you to use the 
gun from within your own software, 
so Light Gun Blaster was written as 
part game and part utility. 

It's fairly simple - but very playable 
and quite addictive. I'm not claiming 
it's going to be another Star Raiders, 
but some of the routines may well be 
useful to you for your own games. 

After keying in the program and 
checking it with Get It Right!, run it 
and you'll see the main menu screen. 
You can use the Start, Select and 
Option keys to adjust the game set- 
tings for skill and speed, then simply 
pull the light gun trigger to commence 
play. 

The aim of the game is very 
straightforward, but it takes some fast 
reactions to get a high score on the 
top level. You will see a grid of 
coloured squares -with more squares 
on the higher levels. These will 
change colour as the game pro- 
gresses, and all you have to do is 
decide whJch colour is the most 
common and blast away at it. But 
make sure you aim well - you'll lose 
points for hitting the less common 
colours or the border. 

So, how does it work? The light gun 
routine starts at line 100* and this 
returns two variables - H and V - 
which contain the Hori2ontal and Ver- 
tical position of the gun., 

You might find that you need to 
adjust the numbers used to calculate 
H for your own TV, as different sets 
seem to return different values. The 
most likely changes will be to the 
number 89 on line 130 or the number 
160 on line 140, 

You will notice that the screen 
flashes white for a moment when you 
pull the trigger, but that's not just for 
effect. The light sensitive diode used 
inside the gun works best when the 
screen is fairly bright - indeed it won't 
work at all on a black background. 

To get around this little problem all 
I've done is set the background colour 



to white and disable the the fore- 
ground display with POKE 559,0 while 
the coordinates are being calculated 
you look carefully you will see that 
Atari's Bug Hunt does something very 
similar, 

Line 1000 is the start of a machine 





code routine called 
BOX. No, it isn't Nathan's 
portable voice -operated 
computer from Stat Cops - 
this particular BOX is a high 
speed plotting routine which 
changes the colours on the 
screen. Without this piece of 
code the program would run far 
too slowly to be playable. 

Line 2000 sets up the screen size 
and block locations for each of the 
various levels. 

Line 3000 contains a small DLI 
routine used to reset the GTIA 
graphics mode when you reach the 
text window. Some of you might find 
this useful with your own programs as 
it enables both Mode 0 text and GTIA 
graphics to exist on the same screen, 

The rest of the program is mainly 
concerned with altering the colour of 
the squares and keeping track of the 



score, so I' 
leave you to 
work these 
mundane details 
out for yourselves - 
well, I must gfve you 
something to tax your 
brains a bit 

• if you write any software that uses 
the fight gun, why not send us a copy? 
We'd love to see it — and who knows, 
you might even get it published* 
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10 REM LIGHT GUN BLASTER 

11 REN BY ANDRE WILLED 

12 REN (0 ATARI USER 

20 DIM SCORED), BO*S(70) 
30 &CSjB 1 0919 

40 CURR=0:HIGH=0:DIFF=3: SPEEDS: CDLS=3 
:FINAL=60 

50 REM RETURN TO MENU VIA HERE 
60 FOR 1=0 TO BrSCOREU)*MEIT 1 
70 SOTO ze? 

100 REN TEST GUN POSN, & MAKE SOUND 

101 POKE 559,0:POKE 794 , 1 5 : T [ ME=PEEK ( 2 
&>:FOR 1=1 TO 1 STEP 0:IF PEEK<203=TXN 
E THEN NEXT 1 

110 POP ;Y=INTUPEEK(565)-ia)/95*191): 
H=PEEK(564);IF H<40 THEN H=H+227 

111 IF V>191 THEN V=191 

112 IF Y<0 THEN V=G 

130 H=H-S9: IF H<i THEN H = 0 

140 H=INHH/160*79):IF H>79 THEN H=79 

150 POKE 704^0 'POKE 559,34 

160 FOR 1=10 TO 100 STEP 10 

170 SOUND 0,1,4,I/100*12;SOUND 

10 

180 NEXT I :SOUNH 0,0,0,0: SOUND 1,f«M 
190 RETURN 

200 REM MAIN MENU 

201 GRAPHIC'S 01 PO KE 752,1 : POKE 764,255 
POSITION 11/:' llMMUflldMiaTl 

205 POSITION 1,tsf "Written for Atari 
User by Andre Hi 4 Lty* 
210 ? :? : n :? MfJ:ll ^ff ten lty Lt 
vel: ":&IFF 
220 ? 

COLS 
230 t il ' 
iSPIEft;' 
248 ? :? ' 

■;F1»AL;" ' 
245 ?:?:?' Last Score: ";CU 

RR;IF CURR>HIGH THEN H]GH=[JRR 

250 ? :-l " High Score; *;HIGH 

251 ? :1 il " CPuLl trigger on Gun t 
0 start)" 

255 IF PEEK(55279R7 THEN 255 

260 m = PEEK{5.3279) 

2*1 IF PEEK(764)=12 THEN 320 

265 IF KEV=7 AND ST1£K(0)<15 THEN 240 

270 If KEr=6 THEN S- 1 : GOSUS 4000:DIFF= 

D1FF+1;IF tH FF-6 THfN & I F F == 1 

280 IF KEY=5 THEN S-5:G0SUB 4000;COLS= 

COLS+ltIF C0LS=8 THEN C0LS=2 

290 IF KET=3 THEN S= 1 2 : GO&UB 4000:SPEE 

D=5PEED+1;1F SPEED=11 THEN SPEED=1 

510 If STI{.K(0)<15 THEN 205 

311 GOTO 400 

320 POKE 752,0:POKE 764,255: POSITION 0 
,22:? CHRJU56);' Uhat is the new tine 
Miit H ;:INPU7 FINAL 
330 IF FINAL<10 OR F1NAL>999 OR F I NAL< 
>I NT ( FINAL) THEN ? CHRSC 253); :GOTQ 520 
S40 POKE 752 , 1 POSITION 13,22;? CHRM1 
56):G0TD 205 

400 REM INITIALISE GRAPHICS SCREEN, 

SET COLOURS AND DRfty F]fl$T SCREEN 
410 CURR=0;ACROSS=IHFF+-2: SCORE* 0) = 0-IN 
T((DIFF"2)/3):0K=1 

420 GRAPHICS 8:SC11EEH=PEEK(BS)+PEEK(89 
)*256:P0KE A7,10;PQKE 623,128:P0KE 752 
,1 

500 RESTORE 5 1 0 : F OH 1 = 704 TO 712:READ 
A: POKE I, A; HEX T ll! :? 




kludoer of colours: 



Speed of play: 
Tine Unit (sees): 



510 DATA 0,200,84,150,20,11,50,194,0 

520 GOSUB 3000:GOSUB 2000 

530 FOR J=0 TO ACROSS-? 

540 FOR 1=0 TO ACROSS-1 

550 K»I*tM+1hT«J*<l+«)lAIW»WlEII»*I/ 

2+Y+40*OFF 

560 COL=INT(RN&(0)*COLS+1}:COLOR COL 
570 A=USR(ADRtBOXt),ADDR,W,0>:lF C0L>8 
THEN SCQHEECOL)=SCORE(C0L)+1 
5 50 NEXT 1 
590 NEXT J 

600 POKE 20,0:POKE 19,0 
610 REM MAIN PROGflAN LOOP 
620 X*mT<RM(l)*ACRO$$)*<y*t) 
630 T=lNT(fiND<0)*(AtROSS-1))*(D+6) 
655 LOCATE X+1 + (0FF*2},Y-H ,BHE : IF BTt 
E>0 THEN SC0RE(BrTE) = SC0RE(eifTE)-1 
640 *DDR"SC»EEM+I/2+T*4t+0Ff 
645 COL=INTfRND(0}*COLS+1):CDLQR COL 
650 A=USR(ADRtBOX$),ADDR,W,D):lF COL>0 
THEN SCOREUOD=SCORE{C0LM 

660 FOR 1 = 1 TO ((19-SPEED))*Z STEP 10: 
HEN DELAY LOOP 

661 riME=INT{FlNAL-(PEEK{20) + PEEKU9)* 
256)/50>:lF TINE/10<>INTtTiAE/1l) THEN 

0K=1 

662 IF T1ME/10=INT{T1ME/10) AND 0K=1 T 
HEN CURR=CUfiR*SCORE(0):QK=0;R£M TINE R 
ELATE& SCORE REDUCTION 

663 IF CURR<0 THEN CURR=0 

664 ? CHRS(28);' TINE LEFT; "; TINE,' 
SCORE: CURH;"' " 

665 IF T1NE<1 OR PEEK(764)=2fl THEN POP 
rGOTO 50 

666 IF 5TICK(0)=15 THEN POP :GOTO 690 
670 NEXT I 

680 GOTO 620 

690 GOSUB 100:LOCATE H,V,BUE :CURR=CUR 
R4SC0RE(BYTE):IF BYTE^B THEN GOSUB 501 
0 

700 IF BYTE=0 THEN GOSUB 6000 
-710 GOTO 62.0* 
'000 REM SET UP N/CODE DRAWBQJi ROUTINE 
1010 RESTORE 1100;BYTE=1 
1020 READ DAT: IF DAK0 THEN RETURN 



3020 



1030 BOmBYTE,BYTE)=CHRS(DAT):BYTE=Br 
TE+1:G0T0 1020 

1100 DA\A 104,201,3,240,9,168,240,5,10 
4,104,136,208,251,96,104,133,209,104,1 
33 20B 

1110 DATA 104,104,74,133,203,104,104,1 
70,164, 203, 136, -65, 200, 10, 10, 10, 10, 5,2 
00,145 

1120 DATA 20fi, 1 36, 16, 25 1 , 24, 165, 206,10 
5,40,133,208,165,209,105,0,133,209,202 
,20S, 224, 96,-1 

2000 REN SET UP SCREEN PARAMETERS 

2010 RESTORE 2020*ACROSS*1fl 

2010 READ W,P,OFF 

2040 RETURN 

2050 DATA 25,74,1 

2060 DATA 19,47,0 

2070 DATA 15,34,0 

2080 DATA 11,26,2 

2090 & AT A 9,20,3 

3000 REM SET UP DLl FOR SPLIT SCREEN 
DL=PEEKC560>+PEEK(561>»256 
RESTORE 3100:FOR 1=1776 TO 178*:R 
EAD A:POKE 1,A;NEXT I 
3030 POKE 512,240:POKE 513,6 
3040 POKE 54286,192 
3050 POKE DL+-166, 128+15 
3060 RETURN 

3100 DATA 72,169,0,141,10,212,141,27,2 
03,104,64 

4000 REM FUNCTION KEY BEEP SOUND 

4010 FOR 1=15 TO 0 STEP -2;&0UND 0,I*( 

S+3),10,1:NE*T I:SOUND 0,0,0,0:RETURN 

5000 REM EXPLODE % SOUND 

500 1 Jt=INT((H-0FF*2)/(WH}MU+1) 

5002 Y=lNT(V/tD*6))*(P+-6):L0CATE X+OFF 
+2,*r,CH;IF CHoBTTE THEN GRAPHICS 0:? 
'LIGHT RUN/TV ADJUSTMENT ERROR': END 

5003 ADDR=SCREEN+X/2+r*40+OF F 

5004 FOR 1=1 TO 3 : COLOR 0: A=USR(ADR (&0 
Xt),AD0R,tf,D);COLOR 5:A=U5R( ADR(BOXS) , 
ADDft,k,D) :NEXT Z 

5005 COLOR 0:A=USR(ADR(BOXS),ADDfl,M,D) 
:SC0RE(BYTE)=SCQRE(BYTE)-1 

5010 FOR 1=0 TO 15 STEP 0.7:SOUN& 0,1* 
(S+3>,4,15-l:NEXT I:SOUND 0,0,0,0:RETU 
RN 

6000 REN 'HO SCORE' SOUND 

6010 FOR 1=1 TO 15 STEP 2:S0UND 0,240t 

I,10,15-I:SOUND 1 ,239 + 1 , 10, 15-I:NEXT 1 

6020 SOUND 0,0,0,0;SOUND 1,0,0,0^RETUR 

N 
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Fancy a little 
sound advice: 

"SSSB3SSS 

h complete without MSIC 



Phaser E Z'h ""^ chords ' 

GOTO and FOR,. NEXT ' 

Flrftt Je t's look at the SOuwn 
command. It's Quite » ™ ;> U UND 

simple example; **' Here s ^ 

SOUND fl,T2l,1M 
,f you type this and nre<:R 
w'!l near a musical n nr. . V ° U 
middle C The To? ^ dose To 

though ine T REA°oT m 2 



voice fn l 6 n0 matter which 
voice is producing it. s 0 wn hftth „ 

see when we start c^n^ratr^ 
implex rounds such as e xni m ° re 
and musical chords **P J °s,ons 

nole's oitcTVT ber Controls the 
thp i« the hi 9 ber number 

the lower the pitch. Your Atari «n 
produce musical notes whic * an^ 
from one octave below middle r 

40 GOTO 1| 



■SOU' AID M,M 

The obvious question to be asked *r 
this pent is: What do the four 1 
bers mean? Well rh* ' / num " 

volume level. s the 

Let 'a look at them in order Unlit, 
humans, your Atari has four L * 
voirpQ m,h;„k •* Ur separate 

o°all a,?h ' „ USe mdependently 

« what happen 8 ," Y° 0 u 2 p° o r b a S 



number from o ?o 255 t 9 f< V 
" umber, then pre ss rL^ P v^ 6 
computer talt B « ,il "«urn: Your 
tvoprt anw ,, • he nufr iber you've 
ivpeo, end ca s t P Thon it m 

to line 30. whera iVjJl 1 eS on 
pitch MJue m h tl.IS? ,hat P is «he 

GOTO *lSS?' nS a new «"«nand - 
mir.h? " hlCh works s * a <*IV as vou 

&m s r-V This • ,: d h ^ 

The third number after a qnr iMh 
command regulates thi? ? OUND 
quaiity an rf ■ ™ S Sound s ^nai 

from 0 to 14 Numbers^ a nd iT^ 
give you pure musical mn^ 
0,2 4 6 8 L iT ! tones ' while 
■4,6,8 and 12 produce pulsing, 

Turn to 
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4 From Pag* * 1 

„ «r crashing noises which can 
h, S s,ng or erasing ^ ^ 

be ° H . ther turn the sound off or 

aV ?LV?oTrtn ,V and C ftn al number con- 
The founn number 

ClSR 33* S 

from U to io- » it; is about 

the 10"^ M and 0 w It off 
twice as loud as B, ano u ™ 

completely. |on8 and , , 

J^*htartS« one more factor 
dealt witn.oui [ _ dura tion. In 

that we need to c°™™ h S0UND 

S ° me V n e d S 'ha n s a fin' number which 
command has a mm 

controls how long *«* OU ™ fh, case 

program comes to an ,nd. ( 

Incidentally, that s wny * ' , 
use a ,ine number 
If we had done so. the Ime w™ 
become a program instead o 

nuter would nave 

S before you could recogn, sel t as 

a musical note. Try it and see 

3 t control a sound's O^ 0 "'^ 

the timing. The most com' 

j t,..t thpv crop up in all kinds 01 
stand, but they crop w w 
situations, so it s wortn ^ 

master them Meres 

example: 

11 TOR l«1 10 51B 
28 lltl « 

m ordinary English, these two lines 

Sue" Tng this until ,he value 
"tSuft. computer can process 

w,th nothing much happening- Here s 
an example: 

VlNPUT P 
20 SOUND fl,P,lM 
56 FOR tt-1 TO * 00 
40 NOT VI 

— ^^r^^^s 30 and 40 
JK? ound on for ab out h*. 



Serf £S Sorter 0 bleep maxe i, 
T&IBCT '-PS - - other 
things with sound r as wen a* 
its duration. For example. 

10 f OR P=« to 25-^ 



J0 SOUND M/tM 
30 NEXT P 

pitch from ^^p is executed 
how it works? The loop 
Sa-n* with ,the value £ 

jng by one «? t h ^7' S ^ B f value 
the lower the pitch y g ^ 
filing note. You can 
thing with volume: 

"iB fOnVfl TO 15 
20 SOUND 9,tZ1/1B/V 
50 V 



H^e^u^eTTtoW^which starts 

ValU rn f otSs Ou 0 nt upwards^ 
need not a™ 3 / js a related 

increments <*™ L ™" ' g S , ves y0 u a 
command- STEP w "' c .g-., itv , For 
great deal more flexibility. 

example; 

38 SOUIID, 8, MM 
38 NtKf f 

WpTogram counts to 250 in tens 
„ instead of a smoothly falling pitch 
so mstead or a q , ara te 

^^However because each note 
^ n \ h ^ a ;e t rult a sorn P d ^ s r ^e , 3 ome 



ip m P =255 TO 8 STEP -1 
28 SOUNi) 0,P,tM 
3U NEXT 9 



In this case the count starts at 255 
^ VpHuces by one every lime the 

Try changing line 10 to. 

Ill FOR P=»8 T0 1 iUT " ,tl 
What would you expect to happen? 

all kinds of special effects, ne 

Turrt to Faff* ^4 ► 
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LET US PUT 



NEW LOW PRICES! 



5.25 H BULK PACKED - TOP QUALITY 10 25 &Q ICO 150 2S0 

Siigle Sided *8T.P.I. £5.49 £10.50 Elfl.&O £32.50 £41.50 £60.50 

S'rqte Sidao 96T P. I £5.95 £10.75 £19.00 £33.50 £43.00 £63.00 

Doubls Sifted 46T.P.L £5.95 £11.00 £19.50 E34.50 £45.00 £66.00 

Doifcn Sided 96T.P.I. £6.95 £11.50 £20.50 £36.00 £46.50 £69.50 

Double Sided Coloured 96T.P.I, £7,95 £13.75 £25.75 £4*.50 £67.50 £99.75 

Double Sided Reversible 96T.P.I £7.95 £15.00 £25.50 £50 50 £65.50 £102.50 

Coloured i Reversible 4flT.Pl EB.95 £17.25 £32.75 £63 25 £66.25 £1 29.75 

Coloured & Rsvaratele 9fiT.Pl £995 £18.75 £34.50 £65.50 £94.75 £143.75 

Packs of 10 5.25" D £ks come whh Freo Plast'c Library Case (worth £1.49!) 
Coloured Disks coma in live colours (Red, Blue, While, Yellow, Green) 
Reversible disks have iwo index holes and two notches! 
Coloured and reversible diste come in live colours and have iwo holes and notches 
All Cenlec disks are packec with a p'oteove |acket (envc'cpoj and come with a full 
user set r including a label and a writs protect lab. The disks are manufactured 10 lop 
intefnaliwaf standards and have a hub ring for acded p r D:cc:ion. Al : disks carry cur 
no qu'&jle replacement guarantee anc arc certified 100% e r ror free 




Storage Boxes 

3.00" Likable -Holds 25 £7.49 

3.00" Lockable - Holds 60 £8.49 

3.50" Lockable - Holds 40 £7,49 

3.50' Lockable- Holds 60 £6.49 

5.25* Lockable - Holds 50 £7,49 

5.25" Lockable - Holds 1 00 £8,49 

525' Lockable - Holds \2Q £10,95 



3.5" Cleaning Di&c £4.99 

5.25" Cleaning Disc £3.99 

Disk Notcher £3 49 

ST Printer Cable .....£8.49 




Printer Stand 

This new professional 
printer stand lakes 
hardly more space Chan 
your primer. Due lo ihe 
posiiKwiing of the paper 
Feed and re-fold compartments i.e. one 
above the o'her, ihe desk space 
required fof your prinler Functions is 
effectively halved. Addiltonal facitilies 
include: Easy access to paper from 
bolh sides, used with boih lop arid 
bailom feed paper and with its dial 
controlled paper feed sysiem wth 
ad| us tab's deflector plates il ensures, 
smoolh paper flow and auiomalic 
refolding, 

80 Col £29.95 

132 Col ,.£34.95 



MONITORS FOR ATARI 

CM8852 - 14" RGB 
professional medium 
resolution colour monitor 



CM8833-14" CVBS & 
RGB medium 
resolution colour monitor 



* Atari compatible 

■ Black matrix 0.39mm dotted 
picture tube. 

■ Resolution: horizontal 700 
dots x 2S5 line 5 vertical 



* Atari compatible 
■ Fastblanking \o enable 

superimposing. 

* Stereo audio 

* Earphooe socket 

* Resolution' horizontal $00 
dots x 285 lines vertical 

£269.95 

Free cable and delivery 

ALL MONITORS ARE DELIVERED FREE BY 
CARRIER 

3,5" TOP QUALITY BULK PACKED DISKS 



£299.95 

Free cable and delivery 



Single Sided 135T P.I. 
Dmiile Sided 135T. Pi 



IP 25 50 100 150 250 
£12.49 E23.95 £46 35 £4195 £1 2B.95 E1&&.95 
CM. 49 E2G95 £52.95 £98.95 £H5.95 E1S9 95 



Rainbow Pack of five colours - New product! 

Sngle Sided 135TPJ, £17 95 £35,55 £62.95 £11 9.95 £169 95 £219.95 

Double Sided 135T.P.I £19-95 £39.95 £75.95 £145.95 £214 95 £279.95 

Packs of 1 0 3 5" Disks come with Free Plasl;c Library Case (worth £1 .49!) 
AH discs are supplied with labels and are certified 1 00% error free 



CENTEC ELECTRONIC SYSTEMS LTD 



ES 



UNIT 3, THE METRO CENTRE, 
BRIDGE ROAD, ORPINGTON, 
KENT BH5 2BE 




VISA 



TEL: (0689) 35353 <6Llnes) (24 Hours) 
Fax: 0689 77737 

Remember - all prices Include VAT and delivery] 
There are no hidden extras to pay! 




YOU'LL WANT TO WRITE HOME 
ABOUT OUR NEW LOWER 
PRICES AND NEARLY 
VZ PRICE INTERFACES 

Atari 5MMB04 



This Primer requires the 
GRAPHICS A T INTERFACE 
to connect to 
Ata« 8 8tl Systems 




80 Column-Dot Matrix 
80 CPS 

Friction/Tractor Feeds 
12 Months Warranty 
Almost HALF PRICE 
Interface Offer! 

ONLY . . 



VAT 




GRAPHICS A T INTERFACE 
to cwinatt to 
Atari 8 Bit Systems 



sonic KX PI 



r: 



IS 

- sr 
§ o 
So 

_ LO 

is 

|S 



_ 80 Column- Dot Matrix 

20 CPS Draft Mode 
*24CPS NLQ Mode 
... Friction/Tractor Feeds 
4> 1 2 Months Warranty 
. Almost HALF PRICE 
Interface Offer! 

ONLY . 



£179- EX. VAT 

inc. VAT = £205.815 



This Pitnttr rvvutras the 
GRAfiWCS A T INTERFACE 

tO :nn-<r;;: to 

Atari 8 Bit System* 

Ribbons! 

PaP* 1 " p ntcr Ribbon 
inc, VAT * £14.95 

CompuniBh 

Depi ATU Unit 8 -Falcon Street 
Loughborough - Lcics - If II iEH 

X 0509 - 262259 / 266322 / 233893 

(Prices £ Detivery Subject to Availability E. A O.EJ 
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simple example, based on the phaser 



program: 




sound you 9* the sound 

ab out nested ^NEXTJoop 
th ey have to Mnj ^ m 
order -the one w™ |n , he 
be term,na«d lB,t,^d O oduced ^ 

previous program we cQn . 
loop contelnlno P befor. Wm 
taining W. so to make ^ EXT w 
correctly we haye to insert 
before NEXT P t' 1 ™ * ^er for 
W«! no% ^ be^e « bit ot 
this month ^nws how you can use 

f Xrenrnote, to make a mu*cal 
rifle of Program iv w d 

it uou re nto detective . 

II yuui= , chases, trie 

games or police j nv« ld 
sounds in programs VI »0 ' 

adda ^t r aCg1ngtle°;one V whi 1 e 

Cram VU produce, the two-ton. 

In all these examples, too* 
* ^FOR-NEXT loops Ml » vary 
pitch and volume, or ,ust to no 




eiZZ »■ 7"f>e note* produced w*tt 

„ H nn for a predetermined time, 

sound on tor a v can 
and experiment to see t 

improve the effect^ ick 

Program ^"'"^ds which we'll 
and uses some wmmwo ^ 

K C To r ; 9 ads the 8 vate returned by 

Ll lustick which must be plugged 
your joysticK, wn switches 
, nt0 port one. Line 3U ^ ^ 

eV r rV P H 'Lines 40 to 110 determine the 
tralised Lmes^tM" ^ s 

pUch value dependmg s ,he 

""'Tlh GOTO "command a, line 
sound, Tne w |u „. nrPSS off again. 
130 starts the whole ^^-J can 
The net result «. W« 'J^ fQr 

each note are si " storm, 
won't take the A ^J^^hymes, 
but you can use .t <or nursery v 

childrens' hymns and om 
tunes. . onund aener- 

We '? a e reTvancebievel later, 

p ;o&m;r:o 0 :em h e°nt ejects on 
screen 



II RE* Four-note tliiitiL chore 
?0 SOUND 3, '21, 10, 8 
30 SOUND 1,96,12,8 
40 SOUND Z,B1,1|,| 
SB SOUND 3,68,10,8 
60 GOTO 



Program f: Simple musical chord 




Program J,J ' 




Program^ 



10 REM Hachi ne gun 
20 FOR REPEAT *1 TO 15 
30 FOR V=U TO 0 STEP -2 
41 SOUND fl,4,M 
50 SOUND 1,100,8,V 
60 NEXT V 

70 NEXT REPEAT 

Program iV; Machine gun 



19 REA Explosion 

20 FOR Y=H TO 4 STEP -1 
31 FOR i>1 TO 100 

40 NEXT V 
50 SOUND 0, 200,8, v 
"50 SOUND T,100,8 jV 
n SOUND ?,255,8,V 
80 NfKT v 

90 FOfl V=4 TO 0 STEP -1 
100 FOR y=T T0 200 
HI NEAT V 
120 SOUND 0,300,4, Y 
130 SOUND 1,700, 4, v 
140 SOUND 2, 255,4, V 
150 Km V 



Program V: Explosion 



Tarn to 26 * 
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DISKOVER 

OUR GREAT 

DISK DEALS... 

WITH NEW LOWER PRICES, 
FREE PLASTIC LIBRARY CASES 
AND FREE JSt CLASS DELIVERY 

5W Blank Oi 



TOP QUALITY BULK PACK $%" DISKS 
Fully Guaranteed 
Individually Certified 
Tested 1 00% Error Free 
FREE - User Labels 
FREE - Top Quality 
"SLIMPACK" Plastic 
Library Case with 
every 10 Disks 



Computing wiio the Computing with the 
Arnsfracf CPC Amsiratf PCW 



PC Amstrad 



m eaia NOW at you' 
° n Vws'ients or call 




\^m^r Diamond- 
Europress 

Q 0424 430422/422928 





10 


mm m EX VAT 

inc. VAT = £h.m 




50 


£21.00 

Hbl EX.. VAT 

inc. VAT = £25.19 




100 


£39*°° 

mm aim mm ex vat 

inc. VAT = £44.85 




10 


mmmr ex. vat 

inc. VAT = £6.79 




50 


£25 % w 

inc. VAT = £29 79 




100 


mm M M ex vat 

inc. VA 1 - Fbl.m 




10 


£6 95 

HW EK.VAT 

inc. VAT - £7.99 




50 


£30 m 

inc. VAT = £35.59 




100 


mmmmm ex vai 

inc. VAT - £56 59 



ml <*K$Jt ® %jAlMm\ 

DD 100L - 5 l A" DISK STORAGE BOX 
Holds 100 Disks 
High Quality 
Impact Resistant Plastic 
Smoked Hinged Lockabl e Lid {2 Key s) 
Supplied with Dividers. 



£9-42 

mrnfrnm ek, vat 

inc. VAT = £10.91 



> 

LU 

> 

5 
I 



etc 




Cnmpumail 

Oepr ATU i/n/f B Falcon Street 
Loughborough - Letcs ■ LEU I EH 

X 0509 - 262259 / 266322 / 233393 

(Prices A Delivery Subject (0 Availability E- 6\ 0,Ej 





TURN YOUR 1029 PRINTER INTO 

4 PRINTERS IN ONE 

with FONTIZ 

Replacement character ROM! 

»4ahuut*r ONLY £24.99 POSTFREE 
sets at the flick of a switch - 3 new sets - all with tru* dBicbnton. 

□ Simply replace the old character ROM in your 1039 with FONT K 
No soldering or cutting necessary 

Q Fitted in minutes. 

U lM 1 * compatible with all existing software. 

U Mis new dimensions to your letters & documents. Contains existing 
Aiart character set plus 3 new seta: 

HTjQ FDTTTR1 DESCRHDRH 

HBCPEiFLiH wJcjDfcLf-GH RBCDEFGH 

or just dascendsr ROM for duly £ 1 2.99 hwt mi 

□ If you prefer we can supply just the descender character 
on a chip at a lower price. 

^ Simple to fit - no soldering etc. 

□ 100% compatible with existing software. 




COMPUTERWARE 

PO BOX 318, STOKE-ON-TRENT, ST6 6UX 

TOP QUALITY, BIG DISCOUNTS 4 ALL ITEMS USUALLY DESPATCHED 

WITHIN 24 HHSl! 



TITLE CJM 

AjcariAom 8.00 

AUi\ *«* fi,m 

Atfo Dm* - 

Basil Wwst Dfli«fw .. 600 

Casino HoiMM 600 

CokHHdChw 9.00 

Darn 3.50 

Dtasioniri It* Das*fl .. 12.50 

Druid 8 N 

FligrflSmylalOfJ 
ForjibaJWlN tm - 6Jt» 

Football Rmuns* 1? 50 

Four Gni Gam*t .3,50 

Fsu' Gieal Oanws Vol 2 3.50 



...S.CC 
I M 

,.7.» 

zoi 

.6.50 
.12.50 
.3.50 

,8,W 



GmoM - , . 

Gnome Rang* ... 

G-'frar Sarin 

teW ti ft,**** .... 
Inlernil-Cflil KwAt 

Japan _..„ 

Jackal _ 

Jawels ol Dartmrt 
Jo* 6 Nud*af CtHH 
Kwnaty Approach ..... 

Ktijht Ore ~ 

Lflid&*noarc R 'Tfi 

Lfladstoar (J Tojrnanwnl4 50 

Liwhg DayligHB 6.00 

Upcwury Cofflp#rM3kmi 12.50 

Minx 6-50 

Ui«QI&ot2.,_ 

y tidwiirfi _ _ - 

UfjriBii.ria'aF^vsnae ..fJ.QO 

Moon mist 

Music Cowtmciion Sal - 

rmm &im*di*r - 

Pti*Tlas»2 - 

Ptiartoffl -„. S30 

PkaMs ol Bartwjry toast -„. - 

Pirt Shop - 

San 



Disc 

1250 
16.00 
11.00 

15.00 
1tS0 
I2J0 
1250 
?00 

6 50 
'2.50 
9.00 
12.50 
1E« 
550 
550 
12.50 



16.00 
10.63 
24.00 
12.50 
12 50 
TflQ 
IPSO 
12.50 
1ZJG 

eoo 

12 K 
15.00 

ex 
it x 

20.00 
12.00 
20.60 
12.50 
16-W 
20,00 
15 OQ 

4.00 
34 00 
2£(K 



TITLE C«t 

Short En Lbs BOO 

$i\*ft Swvica 6.00 

Silicon Dreams 12 50 

SoiaFbghr.2 . 9.00 

Sptndliy - a.ra 

Efcilriratt 8.00 

Sum Davis SnookBf 7.50 

Satan fa* - 

SuffirwGamM - 

Super Hub? 500 

Tenwhai* 6 00 

" r visii -jivj' 12.50 

Lnima4 

USAAF - 

v r 4lftim — 

■warship - 

Warfarin CWtuiiW S* . - 

War ir\ Russia - 

WrwCHvmpe? 6.50 

Wixes ^rswo - 

W = idr:.i|:Md.li9dl &» 

ISXE CMTtftl&OES-: 
TITLE PRP 

CavBfnsalMart 12.99 

Otfandsf _ , 9,99 

DonliayKono: 12.99 

Fift*lLagacj 12.99 

Joust U» 

Millpaoa 12 99 

MihiUj Command 9.99 

Moor, Pattf 1^ 

WtPacnan 1259 

P*nOfl - 12.99 

floWrw tfJM 

ijj* 1 B'eaksut .. .... 9 S5 



Disc 

1250 
12 SO 
12-50 
1250 
12.50 
1100 

22.00 

12.50 
12 50 
12.50 
16J» 
15.00 

as.oo 

12.50 
24.00 
15.00 
24 00 

6.50 
16 00 
V K 



1100 

a.so 

11 x 
11.00 
11. DD 

noa 

B 50 
■ i OT 

n.m 

1100 
11 00 
650 



'Ufl' BUDGET TITLE 5: 
|Pf|«t«h K or any 3 for £5} 

Wrrjmadt 1 .80 

FJMX Smulatw 1 SO 

Chimeti .....,.„.„„, 1*> 

Cctony 1.60 

C«paJ^ Rdflf 1.80 

DMflJhton 1.50 

OuiryOic* 1.B0 

F*ud 160 

(3f u Hunrwr 1 90 

Gun La* 1 80 



Hantyi Housa . 

Loco 

Milk Raoa 

Micf n Rhythm 



■ 

.1.60 
.1.60 
.1 60 



Maun Canals 1 90 



1.90 
1.80 
.1.80 
.1.60 
.1.60 
.1.60 
.1.60 
1 60 
.1 » 
1 80 

WmwWaly 1*0 

■2.H' BUDGET THLES: 
IPtic* wach, ofwif 21(*H;5) 



Red Max _ 

Spiky Karald 

SMI - 

Storm „™, 

Sub. Cofnmaw^ 
Tan^Conirp*iCl4f 
Tataj FootHtl . ... 
UnivAfsal H&ffs .... 



S600 5 ERIE 5 Vl«o tARTRlDC E5: 

TfTlE RHP ouns 

BaMaZona _ 9.99 S.SO 

C^75la! CtJll** 9.99 fi.50 

D»jCug »99 8.50 

Gin*n 499 J.SO 

Jousl 99* *.S0 

Mi%4dt 9.» 6.50 

Moon Parol . ... 9 » 6M 

MsPaonan 9» ft » 

PoJeFos**n 9.90 6.50 



1E 

AmawoLa 

Eksukkf oash 2 

0*aihRac» 

Oartuslar* 

Foofcafl Manage . 

Lun* L*vding 

Nrnja 

CnQw 

P** 

5«jrv™cK3 

Superm*! . — 

MNrSteaM 



.2.70 
.2.70 
.2.70 
.2.70 
2-70 
.2.70 
... 2 70 
...270 
....2.70 
_.2.70 
_ 270 
. .2.76 
...2.70 



Alt MH*arft eonsisss of qsn jine-. brartd n*w. o^ginal li^laa Prices intlwtla posM i packmq 
(Orders el 1*14 man £6.05 in total pfeasv »*l 50p). Eunop* add £1 for lit <*r* than 50p (or 
»adh aKldrtiOiUl Htm. Subjad to availability a* sofcwar* «s usually cfespalch* 



Flease makt 



payable jflj 



^ ARE' 
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Those special characters 



WE often have enquiries about how to 
produce the "special" characters 
which sometimes appear in our list- 
ings. It's because of this uncertainty 
that we prefer authors not to use such 
characters. 

However, we recognise that some- 
times it's the simplest way and oc- 
casionally it's the only way 01 doing 
something. For this reason we're 
repeating the two tables below. These 
show how to produce the special 
characters from the keyboard and 
were first printed in the December 
1 985 issue of Atari User. 

We've drawn a box around the 
characters so that you can see their 
position more clearly. These boxes 
won t appear either on-screen or in 



the listings we print. 

The Control and Shift keys are used 
by holding them down while you 
press another key. For example, if you 
read CTRL A, you hold down the 
CTRUCONTROL on XL machines) key 
and press A. 

The ESC key is like a normal key, 
simply press it. For example, if you 
read ESC DELETE, you press and 
release the ESC key and then press 
and release the DELETE key. 

The Reverse Video Mode key has 
been abbreviated to REV. On earJy 
machines this key bore the Atari logo 
^ while on XL machines it has a 
Q| design on it. If this key is 
pressed and released once, all subse- 



quent input will appear in reverse {or 
inverse) on the screen. You turn 
Reverse Video Mode off by pressing 
the key again. 

For example, if you read REV CTRL P 
the sequence of operations would be: 

1. Press and re f ease the /?£ V key to 
turn on Reverse Video Mode, 

2. Hold 'down the CTRL key and press 
and release the P key. 

a Release the CTRL key, 
4, Press and release the REV key to 
turn off Reverse Video Mode. 

It's easy to make mistakes with the 
special characters, which is why we 
prefer not to use them. If you do use 
them, take extra Ca r e. 



NORMAL VIDI 




FOR 

THJ5 



I o 






1 0 








*EM CTBl § 1 


[ 


a 




1 i 


□ 




It 










'mm cm 7^ 




la 


»W CTRL 7 




~A 


«w cm h 


1 □ 


[jy 




Q 


13 ! 


cm j 


B 






EI 



THIS 



TYWf 

FHJf 

nev cmT 



□ 



WW CTRL U 
1 *£« CIbl It 




imT 



a 



«EV CTRL fl 
CTiLT 

*^cmT 




D I ESC 3Hin WLETC 



CTRL TAB 
□ |llEV CTIt 




J3j^5ccm 2 

J)[eSCCTRL frCLETE 



Hbnwy 79$$ Atari User 2? 



Mill KIM] 



m 




AIR YOUR VIEWS 

_%nd you could win in Red Rat's prize draw 



What do you like best in Atari User? What would you see 
changed? This Is your opportunity to let us know what you 
think. 

Simply fill in the questionnaire we have devised - to 
provide us with more information that will help us make 
your favourite magazine even better. 

If you also complete the name and address panel below 
you will be included in the Prize Draw - with a hundred 
superb Red Rat titles to be given away. These include: 

* Astro-Druid: You take on the role of a cytoord and attempt to 
force the evil Re I dans back to their own galaxy, 

* Screaming Wings: Defend your airbase by relying on your wits 
and the powerful Pratt and Whitney engine in your charge. 

* Escape from Doomworld and River Rally: Two games offered 
together as one prize. In Doom world your mission is to save 
a team of scientists from a planet under attack. While you 
can indulge in watery fun in River Rally. 



Name. 



Address. 



Postcode. 



To enter the Draw, piease return your survey form by February 29. 




Please tick your reply In the boxes provided, You don't have to fill in an answer if you 
don't want to. You may photocopy these pages to protect your magazine if you wish. 



ABOUT vou 



How old are you? 

Under 11 □ 23 - 30 □ 

11 - 15 □ 31 ■ 39 □ 

16 - 18 □ 40 - 50 C 

19 - 22 □ Over 51 □ 

Sex? M / F Occupation? 

What area of computers or computing interest you? 



Very much A little Not at all 
Business □ □ 

Arcade Games □ 

Adventures □ 

Comms □ □ 

Programming □ n 
Hardware □ 
Future Tech □ □ 

Learning about: 
Programming □ □ 
Hardware □ D O 



How do you rate your knowledge of; 

None Poor Average Good Excellent 
Basic programming □ □ 

Machine code □ □ □ 

Hardware □ O □ □ □ 



ABOUT YOUR MICRO 



What micro(s) do you own or use? 

n 400 n 800 

□ 600XL □ 800XL 

□ 130XE □ 65XE 

How long have you had your Atari? 

□ Under 1 year □ 1-2 years 
O 2-3 years □ 3+ years 

Do you have any other computer? Yes/No 
Which one(s)? , 



28 Atari User February 1988 





Are you thinking of buying another computer? Yes/No 
Which one? 



What do you rike least abOuK Atari User?. 



What other hardware do you have? 



□ Monitor 



□ Colour □ Monochrome 



Which program listings do you type in? 



□ Disc drive 


□ 1050 □ XF-551 □ 810 




Usually 


Sometimes 


Never 


□ Printer 




Games 


□ 


□ 


□ 


□ Modem 




Utilities 


□ 


□ 


□ 


Please list any others; 




Tutorials 


□ 


□ 


□ 




Fducationai 


□ 


□ 


□ 



What type of hardware would you like next for your micro?. 



Please indicate which of the following types of software you have; 

□ Word processor □ Spreadsheet 

□ Database □ Other languages 

□ Assembler Z Basic utilities 

□ Disc utilities 

What type of software are you most Hkely to buy next for your 
m i cro? 



What do you use your Atari micro for (fill in your own ideas in the 
spaces at the end of the list}? 











Not 






Only 


Mostly 


Some 


much 


Never 


Arcade games 


□ 


□ 


□ 


□ 


□ 


Adventure games 


□ 


□ 


□ 


□ 


□ 


Programming 


□ 


□ 


□ 


□ 


□ 


Business 


□ 


□ 


□ 


□ 


□ 


Own letters 


□ 


□ 


□ 


□ 


□ 


Home accounts 


□ 


□ 


□ 


□ 


□ 




□ 


□ 


□ 


□ 


□ 




□ 


□ 


□ 


□ 


□ 




□ 


□ 


□ 


□ 


□ 




□ 


□ 


□ 


□ 


□ 



What is the maximum length of listing you would want to type in? 

n Half page ~ 1 page ~ 2 pages 
□ 3 pages 0 4 pages □ 5 pages 

Please circle the number which matches your level of interest in 
the following subjects {0 lowest — 9 highest): 

News 0 123456789 

Software reviews 0 123456789 

Hardware reviews 0 123456789 

Gadgets 0 123456789 

Communications. 0 123456789 

Software solutions 0 123456789 

Five liners 0 123456789 

Rouloc 0 123456789 

HintsandTips 0 123456789 

Mailbag 0 123456789 

Education 0 1 2 3 4 5 6 7 8 9 

Business 0 1 2 3 4 5 6 7 8 9 

Spreadsheets 0 123456789 

Games programs 0 123456789 

Utilities programs 0 123456789 

Easy programming 0 123456789 

Maps 0 123456789 

Indicate any articles or series you would like to see in future 
editions of Atari User, 



What software do you use most freq u entl y? 

Any other comments you would like to make about Aran User. 



Is there any software (apart from games) you've bought that you 
never mbp-? 



THE MAGAZINE 



How long have you been reading Atari User? 



□ 0-3 months 

□ 1-2 years 



CI 4-6 months 
□ 2-3 years 



HI 7-12 months 
□ from issue 1 



How often do you buy Atari User? 

□ Every issue □ 1 in 2 

□ Less regularly 

How do you get Atari user? 

□ Subscription □ Newsagent 

□ Computer dealer □ A friend 

How many other people read your copy of Atari User? 

□None □! D2 □ 3 □ more than 3 

What other computer magazines do you regularly buy 1 ?- 



THE SHOWS 



Did you attend any Atari shows in 1987? Yes □ No □ 
If you attended any, which? 



Please circle the number that matches what would attract you to 
come to a show in 1988 (0 least - 5 most)? 



New products 

Bargain offers 

Technical advice 

Hands on testing 

Show themes/theatre 



0 
0 
0 
.0 
0 



Anything else not mentioned here?. 



What do you like most about Atari User? Thank you for f tiling <ri this survey. New send it to. Reader Survey, 

Atari User, Europa House, Adlington Park, Macclesfield SK10 SNP. 
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LOGICPU2ZLE 

first run vou _„ _ J e "ou W/h en lt is 
easy and 50 ve °^ 1 * 50 l oejrig 

10X10 box of L S a T n T C,ear ^d - 
^^ussec^n^^'' with 
to return tfle whoTe boV t^"' t3Sk is 
- lot inverse - state formal 

Vou "se the iovstii-t ,„ 
cur so' around the ,w °. move the 

cursor i s 8 bow"„ s ""are that 
c »n[ squares wmZV ' he ei 3 ht a dja- 

normal - but 1 he 9 r '° beck t 0 
trying. Persevere as irs , ™ 



W W «™ j r° mi " , ' f » »•='». 

;/-" >, ;«' 

«.> rt.V.j r";. 1 . 1 **■ »»'»= 

"Hi: tore 3. " *"* ">«:)r= ST » 

FOR J;*,, ? „ „,.„. 



]0 m (a? 



20 SDH- {TJ 
5H H6S {*) 



DESCENT 

vou take the 
HERE'S a 0» mB Br ^X has to fly 
role of a chopp. W * mvste rious 
as far as he can ' „ d bv a ,oy 

cave . Mover s com _ bu( you 

stick plugged 'rrt° jporio 

can only ™^he™ toU you f 
« you ores s the «ir e d a , 

caU se the « as this is 

faster speed- but oe deeper 
verv dangerous. A* yo « ed 
vour score ^rea^an only have 
tVr^tt 6 ^ not to crash. 

Sets up the s cre f n " Se ts the 

the choppy »"f the start 

score to ^ro arvd pn" RAp 

of the cave. W also* 
whi ch is i needed cave and 

Prints the path c button 
generates a nO.W «- ST|CK 
is pressed. Also g<« 

^Vmnes the direction of the 
stu tne speed of the ^chopper by 
poking location 622 w 
obtained from the 5 
which, ,**en w fast scroll or 256 
gives either 0 for fw the 
for slow. It also has 
chopper locat.on to see ^ ^ 
cras had end.tf"Ot branches 
location, prm' s 
back to line 2. 



~* The sound channel 
5 End of garne The ^ ^ la die 

is Se( ^° Waits for Return to be 
S^edJo^thegarneag^. 



.VARIABLES 

S Score 

C Choppy posrt.on 
□ Path of cave 

T Random P** °* ^ystick 

V Value o^ain^d f' om the 
;u Values obtaineu 

LOCATE command ^ . 

° S ^rTRAp'statemem to b.1 
NV^«i^ 

I M J *? > ^- 

1 1*3 

i URL It) 
5 3MC 
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IF you've written any 
useful or interesting five 
line programs why not 
send them to us to grace 
our pages? 

We pay £25 for each one 
published. 

You should give a full 
description of the routine 
and any other details that 



Win £25 



are relevant. And remem- 
ber if you want your 
material returning please 
enclose a suitably 
stamped package. 



Simply send a copy of 
the program on disc or 
tape together with the 
documentation - pref- 
erably as a word pro- 
cessed file - to: 

Atari User, Europa 
House, Adlington Park, 
Adlington, Macclesfield 
SK10 SNP. 



"THIS program Jc 

"«Q coloured^., * ut of 
from 0 to 9 pegs " "ses numbers 

™fe: r i^ r BtKhm 

w " »> attempt**' ™« give 

"""bars at the^teVk hi" 
'"B appropriate kL ^^' pfess " 
entered the nu When 

7™cn, rf any nf snow you 

1 does this bu oh ■ 
Pegs on the rll, , Tf'" 9 9 of 
«W in one rnean S a "° Ur 9Ues * A 
!" thai Position a " d un ??: r . ect nu ™er 
,nco ^ct number ,^ " ed mea "= an 

* shown f or yooroSS ° f 9oes < il *"l 

^-^£^!^h 



10 



20 



50 



Suites aifo^y Th e ln 10 
nymb erof ^ Permitted 

^ for the nd G ET^ 8 ^ ' ( ^- 
Th e first quote, f .„ . C ? fnmar >rf- 

■iM;,,;^ * Tie, 

Wur guess -d * '"^ di 9*s of 
number of tries '" Creme "«« 
30 Uses a r„„j s cou "ter. 

checks to s ee ff!'° f ! rresso far < 

'correct ft n6e s L if 9Uess >■ 
^ another?^ bactto 20 

— ^—i^^^noTes for a 



40 



c orrect answer or n/ ax/a 
Program again runn '^th e 

It ? J, *":p M r 7i. " 

! °" **<>■■•„.;, „ p 2f M Fa * ■ 



21 994 
30 SKJ 

5* WH 



r 




"alarm 

grBm ming V^ dinner will be 
Has told you that vo« ,ost 

readV t '"inoLway an" «nd "P ^«ing a 
keep typing awaY 

telling off- solution to 

Wall, now you ' J"£L\i m pie pro- 
■the, problem £ u must 

rwantthe^rmtogoo^ 

The pr ° 9 H once t s instated yoo 
blank period, so once funct i 0 ns 
C an be Pe^ 1 " 9 ^ program or 
such as entermg a a ^ C _ P providing 



the v*''. 11 "tfffies- the time 
minutes mto 

the internal clock. Wne code is 

A small piece of macwn 

th en initialised to ' f^X* acti- 
blank interrupt- , t 0 « is 

because .be prog-m ^« ^ 
ternai .lock and page 6 any P^ wn 
that also uses (r,e " r ^ 1I , c , 1t is aC cu 

^^'^ffive^nds whether 
^uset^rminuteoronenou, 

PROGRAM BREAKDOWN 

10 Gets the time ir m n 

an0 converts ^^^^e 
Reads and po^es 
marine code date 
Resets the clock anu m 
in the VB! location 



20 
30 
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by STEPHEN WILLIAMSON 




IF you are a compulsive games player 
you will probably remember a game 
called Breakout It was probably one 
of the simplest games ever written - 
but very addictive. So, to bring back 
old memories, here is our version of 
that old classic - Breakin. 

The game controls are shown in 
Table I, and the idea is to keep a by 1 1 in 
play using a bat that moves across the 
bottom of the screen. At the top are 
high-scoring moving targets protected 
by a wall and, to reach therm, you must 
make a hole by bouncing the ball 
against the wall to knock out the 
bricks. Points are awarded as shown 
in Table 

This may sound simple, but in the 
land of arcade games nothing is ever 
that easy. So to make things more dif- 
ficult, pin-table type bumpers appear 
on the play area to deflect the ball. 



You need quick reactions and lots of 
concentration to predict where to 
place the bat to send the ball up the 
field of play again. 

You start with five balls and one is 
lost if it travels past the bat The game 
ends when all your balls have been 
used. There are 10 levels of play - 
shown in Table III - and these 
determine the speed of the ball and 
the number and way in which the 
bumpers are placed. The current level, 
together with the other information 
shown in Table IV r is displayed at the 
top of the screen. 

Breakin is written mainly in Basic, 
but plays at high speed due to the use 
of two short machine code routines 
that handle all the movement of the 
bat, the ball and the targets - lines 720 
to 830 and 950 to 1050. 

If you want to change the number of 



10 REM BREAKIN 

20 REM Br STEPHEN WILLIAMSON 
25 ftEH (c)ATAR! USER 
30 GRAPHICS 17:G0SUB 13S0 
40 &MPEE*(&B) + 256*PEEK<69) 
50 POKE 703,60:PO<E ?09,30:POKE 710,20 
4;P0KE 711,90 

60 POSITION 0,0:? *6;Veakin., please 
naif 

70 REM DRAW INITIAL BUMPERS 
U POKE SH+24I+1I,56:P0KE SM*2S0+9,56: 
POKE SN+280H1,56:PQKE SM+320+10,J6 
90 FOR 1=20 TO 39: POKE SM*I,5S:NEXT 1 
100 FOR 1=460 TO 479: POKE M+I ,A5:NEXT 
1 

110 GOSUB 1570 
120 REM DRAW SIDES 

150 FOR I=SM*20 TO SM+479 STEP 20:POKE 
l y 5S:P0KE I*19,5B;NEXT 1 
141 REN SET UP PM GRAPHICS AND INITIAL 
ISE VARIABLES 

150 POKE 5$9,62;PN9=K4:PQKE 54279, PUB 
:PNSA5E=PMB+2$6 

160 POKE 704,14:POKE 53256, 1:PQKE 5327 
7,3:PQKE 705,156 

170 SCORE=0:BCQUNT=0:«OFF=1742:POKE M0 
FF,0:H16H=& 

1B0 &IRECT=17a9:BALLV=178B:BALLH=17&7: 

XDELAY=l786:Y&ELAr=17S2 

190 POKE BALLV,200:POKE BALLH, 124:P0KE 

1 790 ,120: POKE TDELAT,200 
200 P0<E DIRECT, 3:OATH=1790 
210 BALLON=0 



220 BAT=PHBASE+1024:BALL=PHBASE+1280 
230 FIEL&COLL=53253:PLAYCOLL=53261 
240 FOR 1=0 10 255 : PO <E BAT*1,0:POKE & 
ALL+I,0;POKE PPSASE*i 536*1,0 
250 POKE PHBASE*1792+I,0:NEXT 2 
260 POKE BAT+209,129 
270 POKE 6AT*210,255:POKE BAT4211,126: 
POKE 8AT+212,&0 
2&0 POKE BAT4213,6& 

2'^ RESTORE 300:FOil 2 = 0 TO 11:READ *:P 

OKE P«BA&E+I,A:NEXT I 

300 DATA 0,0,0,0,56,56,56,0,0,0,0 

310 FOR 1=0 TO 9:P0KE PMBASE+1 1 +1 ,24 : P 

OKE PfBASE+21*l,60 

520 POKE PHBASE*31*1/126:PQKE PM&ASE+4 
1*1,255:NEXT 1 

330 GOSUB 960:fiOSUB 730; LEYEL=1 : LI VES= 
5 

340 GOSUB 1650 
350 REP MAIN LOOP 

360 POKE 5327B,0:SOUND 0,0,0,0: SOUND 1 
,0,0,0;POKE MOFF,0 
m IF BALLON=0 THEN GOSUB 350 
530 A=iJSRC1536):POKE N0fF,1:P0KE 77,0 
390 G0SU8 410:GOTO 360 
iflfl flEH COLLISION DETECTION 
410 SOUND 0,PEEK{BALLV1,1!I,14 
420 PLAK = PEEK( PLAY COLLI ; FIELD =PEEK(flE 
LDC0LL) : 0 s PEEKt DIRECT) :BH= PEEK (BALLH) 
430 IF FIEL0=1 AND PEEK< BAL1V)<43 THEN 
POKE ftI«CT,INT(RND(1)*3) Hi RETURN 
440 IF F I E L 0= 1 AND D = 2 THEN P0<E bllli 
T,3:P0KE 53249, BN>3 :P0KE BALlH,BH*3 :RE 



450 IF FIELD=1 AND D=3 THEN POKE D1HEC 
T,2:P0KE 53249, SH-3:P0KE BALLH, 8H-3 :RE 
TURN 

460 IF FXEUM1 AND PEEK(BAlLY)>2&4 THE 
N BALLON=0: POKE 53249,0: RETURN 
470 IF FIELD=S THEN GOSUB J070:RETURN 
480 IF FIELD=4 THEN GDSUB l260:flETU«N 
490 IF FIELD=2 THEN GOSUB 1-32B: RETURN 
500 IF F1ELC = 1 AND 1 D = 1 AND BH>52 AND 8 
H<19« THEN POKE DIRECT, INURNtKI )*2W 
■ RE T URN 

510 IF FIE LD= 1 AND D = 4 AND BH>5Z AND 1 
H<198 THEN POKE DIRECT, INT(RND( t>*2)+5 
; RETURN 

520 If F IE LD =1 AND 0=4 AND BH<53 THEN 
POKE DIRECT, 6: POKE BALLH, 8H+3:P0KE 532 
49,BH+3 : fi ETURN 

530 IF FIELD=1 AND D=4 AND BH>197 THEN 
POKE DIRECT, 5:P0KE BALLH, BH-3:P0KE 53 
249,BH-3:RETURN 

540 IF FIELD-1 AND P-5 THEN POKE DlflfC 
T,6:P0KE 53249, BH+3:P0KE BALLH, BH*3: W 
TURN 

550 IF fIEL&=1 AND PE£K(DIHECT)=6 THEN 
POKE DIRECT, 5:P0KE 53249, BH-3:P0KE BA 
LLH,BH-3:RETURN 
560 IF PLAT<>0 THEN GOSUB 600 
570 RETURN 

5S0 REM COLLISION WITH BAT 
590 IF PLAtol THEN 6&0 
600 IF PLAYol THEN 680 
610 P=PEEK( BALLH) -PEEK (BATH) 
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Garnet — 



* ft 



balls you start off with, alter LIVES in 
line 1660, The speed of the ball and 
the distribution of the bumpers can 
also easily be altered: In line 1750 to 
1840 XDELAY determines the speed of 
the ball so to change it simply alter n 
in the statement: 

POKE ME LAV, n 

where n is the speed value of the ball. 
As the game stands a value of 15 is 
slow, 10 medium and 5 fast. 

If you know how to ptot characters 
to the screen display using the POKE 
command you should not find it diffi- 
cult to alter the number or pattern of 
bumpers on any level. Lines 1910 to 
2080 plot their positions and they are a 
redefined character X — internal charac- 
ter 56. SM is the beginning of screen 
ram. 



Start Starts game 

Rrfi Launches ball 

*-,*kleft Moves bat lett 
Joystick™ bat right 

Joystick right ^° 



f"cl<., 0 ' ® Points 
jS^^ow 3 m 



Table ift: Levels of play^ 



an 



0 

1 

2 



Slow speed 
Medium speed 
Fast speed 
Medium speed 
Fast speed 
Medium speed 
Fast speed 
Medium speed 
Fast speed 
Medium speed 



5 bumpers 
5 bumpers 
5 bumpers 
IS bumpers 
18 bumpers 
Random bumpers 
Random bumpers 
High-density random bumpers 
High-density random bumpers 
Super-density random bumpers 




S Score 

H High Score 

L Level 

B Number of baJJs left 



Table Game status display 




620 IF PEEKCBALLV)>206 THEN RETURN 

630 POKE 3IRECM 

640 IF P<3 THEN POKE DIRECT, 2 

650 IF P>5 THEN POKE DIRECT, 3 

660 RETURN 

670 REM HIT TARGET 

680 SCO$E=SCO*E+100 

690 GDSU9 1130 

700 POKE 705,0;FOR 1=0 TO 20:SOUND 0,9 
2,10,10:5DUND 2,91,1f,1l:HEX7 I: SOUND 
2,0,0,0:POKE 705 , 156 
710 RETURN 

720 REM TARGET/BAT YBI ROUTINE 

730 RESTORE ?Sfl : FOR 1=0 TO 166: READ A: 

POKE 35011+1, A :NE XT I 

740 A=U$R(35IH): RETURN 

750 DATA 104, 169,6, 160, 195, 162,156, 32, 

92,228,96, 234,247,6,173, 247,6, 281,8, 28 

ft 

766 DAT* 5,169,1,141,247,6,201,1,208,2 

,162,11,201,2,208,2,162,21,201,3 

779 DATA 208,2,162,31,201,4,208,2,162, 

41,201,5,206,2,162,51,201,6,208,2 

?80 DATA 162,21,201, 7, 208,2,162, 11, 160 

,0,189,0,144, 153, 50, 150,153, 60, 151, 232 

790 DATA 200,192,10,208,241,238,249,6, 

173,249,6,141,2,208,206,248,6,173,248, 

6 

800 DATA 141,3, 204,238, 194, 2,238,195,2 
,173,120,2,173,246,6,201,1,240,3,76 
810 DATA 95,228,173,120,2,201,11,208,1 
,206,254,6,201,7,208,3,238,254,6,173 
320 DATA 254,6,201,56,206,5,169,57,141 



,254,6,201,184,206,5,169,185,141,254,6 
830 DATA 173,254,6,141,0,208,76,95,228 
&40 REM LAW:- . 

850 L=PEEKf8ALLV):F0R I = L TO L+lkPOKE 

B4L. + I,0:NE)(T : 
860 POKE N0FF,1 

870 IF SFLAG = 0 THEN L : VES=L IVES - 1 ;G0SLJ 
6 2100 

860 IF L1VES=0 THEN SOS JH 2010:GQSJB 1 
650;£QTO 360 
890 SFLAG=0 

900 If STB I G <fl J = 1 THEN 900 

910 POKE BALLH,PEEn9A7H)+4;PQKE BALLV 

,196:P0KE 53249, PEEK(BATH)H 

920 POKE DIRtCT,INT(RNDC0)*3)+1 

930 BALL0N=1 : POKE MOFF,0 

940 RETURN 

950 R EM BALL/BAT U ANIMATION ROUTINE 
960 RESTORE 980:FOR 1=0 TO 159rR£AD A: 
POKE 1536*1, A:NEXT I 
?70 RETURN 

980 DATA 104,169,0,141,30,206,173,120, 
2,201,'1,208,3,206,25i,6,201,7,20&,3,2 
3B, 254, 6, 173, 254 

990 DATA 6,201,56,208,5,169,57,141,254 
,6,201,184,208,5,169,183,141,254,6,175 
1000 DATA 254,6,141,0,206,173,253,6,20 
1,1,208,3,206,252,6,201,2,208,6,206 
1010 DATA 252,6,206,251,6,201,3,208,6, 
206,252,6,238,251,6,201,4,208,3,238 
1020 DATA 252, 6, 201,5, 208, 6, 21B, 252 , 6 , 
206,251,6,201,6,203,6,238,252,6,238 
1030 DATA 251,6,174,252,6,160,0,185,0, 



144,157,0,149,232,200,192,11,208,244,1 
73 

1040 DATA 251,6,141,1,208,172,246,6,17 
4,250,6,202,208,253,136,208,247,173,5, 
208 

1050 DATA 201,0,208,10,173,13,208,201, 

0,208,3,76,1,6,96 

1060 REP* BfllCKHir R01M 

1070 MlKT((PEEK(6AlLH)-$S)/7.iJ 

1080 F=PEEK(SHH4HN) : M =P£EK{&N + 142*N 

) 

7090 IF F=0 AND F1=250 T »EN POKE SH-M4 

2>N,0:5CORE = SCOREH0:BCOUNT=BCOUNT*1 

1100 IF F--250 THEN POKE SN*141+N,0:SCO 

AE=$CORE+10;BCOUNT=BCOUN7H 

1110 GOSUB T130:RETURN 

1120 REM CHANGE BALL DIRECTION AFTER 8 

RICK HIT 

1130 POSITION 1,0:PRINT ^6; SCORE 

1140 IF BCOUNT=54 THEN SOSUB 21?0:SOSU 

B 840IRETURN 

1150 SOUND 1,PEEKf8ALLV)-8,10,10:POKE 
53768,16 

1160 IF D^0 AND D<4 THEN POKE BALLV,PE 
EKf8ALLY)+3 

1170 IF &=1 THEN POKE DIRECT, 4:fiET(jRN 
•183 IF D=2 'HEN POKE DIRECT, 5 RETURN 
1190 IF M3 THEN POKE DIRECT, 6:RETURN 
1200 POKE BALLY, PEEK(8AlLV>-3 
1210 IF D=4 THEN POKE DIRECT, 1 :RETL1RN 
1220 IF D=5 THEN POKE DIRECT, 2:RETURN 

Turn to Page 34 > 
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230 IF 0-6 THEN POKE DIRECT, 3: RETURN 
240 RETURN 

25fl REN HIT BRICK ROW2 

260 N=lNT(£PEEK(BALLH)-55>/7.8) 

270 P*9EEK(HH'1Zl4l>:f1*KEK(SIHl22«N 

260 IF F = H AND Mailt THEN POKE SM+1? 
2+N,0:SCORE=SCORE+20:BCOUNT=BCOJNT+1 
1 IF F-1A6 THEN POKE SN+121+N,0 :S£0 
: HCOUN T =SC OUNT + 1 
300 GDSU8 1130:RETURN 
310 m HIT BRICK ROM 3 
320 N=lNT((PEEK(BALLH)-55>/7.8> 
330 F=PEEKCSH+1B1+») :Fl=PEEKCSM*-iaZ+N 



340 If F=0 AND F1=12Z THEN POKE 5M1I 
+N,0;5CORE=SCORE+30;BCOUNT=BCOJNT+1 
350 IF F= 1 22 THEN POKE SN+101+N,0 : SCO 

RE=SCORE^50:BCOUNT=6COUNT+1 
3*0 &0S JB 1 1 30 : R E TU H N 

1370 RETURN 

360 REFT REDEFINE CHARACTER SET 

390 D I P fl LS C 40^ 

400 M=152 

410 POKE 106, M-1 

420 CHBASE=256*fM) 

450 RESTORE 1460 : FOR L=1 TO 36: READ A 
440 MIS(L,U = CHRS(A>;NEXT LslEH COPT 
ROM CHARACTER SET TO RAM 
45 0 A,=USR(ADR(HLJ) ,M) : POKE 756, H 
461 DATA 104,104,104,133,204,169,224, 
33,206,162,0,160,0,177,205,145,203,20 
206 249 

470 DATA 164,204,280,132,204,164,206, 
200, :32, 206, 232,224, 5, 208, 232,96 
430 FOR 1=0 TO 7:READ D: REN BRICK , 
490 POKE CHBASE+(58**)+I,ft;NEXT I 
500 DATA 254,254,254,254,254,254,254, 

510 FOR 1=0 TO 7;READ D: REN BUMPER 
520 POKE CHBASE+ (S6*a)*I / D: NEXT I 
530 DATA 0,16,56,56,16,0,0,3 
540 RETURN 
55ft RETURN 

560 REM DRAW ROWS Of BRICKS 
570 SOUND 0,0,0,0:SOL<ND 1,0,0,0 
530 POKE 53249,0 

590 FOR 1=141 TO 158;PQKE 5M+I,250:NE 
XT I 

600 FOR 1=121 TO 138;P0KE 5H+I,166;NE 

T I 

610 FOR 1=101 TO 118 iPCKE SH+I,1?2;NE 
* I 

620 BCOUNT=0 
630 RETUHN 

640 REM START/RESTART GAME 

650 GOSUB 1560:GOSUB 2100 

660 LI :5FLA€'1 5 SCORE-fl 

670 IF PEEK<53279)=5 THEN LEVEL=LEVEL 

1 : FOR: D=1 TO 20:NEXT D 

650 IF LEVEL=10 THEN LEVEL=0 

690 POSITION 16,0:? *6; LEVEL; 

700 IF PEEK<53279>=& THEN GQSUB 1730: 

710 GOTO 1670 

720 REM SET LEVEL PARAMETERS 
730 POSITION 6,9:? *4;' RE 
10 SPACES 

740 &FLAG=1;StORE=0:B{OUNT=0:LlVE$=5: 
GOSUB 1870 

1750 If LEVEL*! THEN POKE XDELAK,15:GO 
SUB 2050 

1760 IF LEVEL=1 THEN POKE XDELAT,10:GO 
SUB 2050 

177H IF LEVE^E HEN POKE KDELAY,5:GOS 
UG 2050 



1740 IF LEVEL- 3 THEN POKE XDEL4 V ,10 : GQ 
SUB 1920 

1790 IF LEVEL** THEN POKE XDELAV,S:GOS 
UB 1920 

1800 IF LEVEL=5 THEN POKE X &E LAT , 1 0 : N= 
20:GOSUB 1970 

1610 IF LEVEL=6 THEN POKE XDELAY ,5:N=2 
0:GOSUB 1970 

1620 IF LEV EL* 7 THEN POKE X DE LATf , 1 0 : N" 
40:GOSUB 1970 

1630 IF LEVE L=S THEN POKE XDELAY,5; N=4 
0::GOSU& 1970 

1640 IF LEVEL=9 THEN N=40:GOSUB 1920:G 

CSUE 19?0:POKE KDELA1f,10 

1150 GOSUB 2100:RETURN 

1660 REM CLEAR BUMPERS 

1670 FOR 1=8 TO ZfltPQ&niON 1,1:? *6;' 

"t REM 17 SPACES 

680 SOUND 0,INT(RNDC1)*126)+60,14,10 

690 NEXT I : SOUND 0,0,0,0 

900 RETURN 

910 REM PLOT &JHPERS LEVELS 3-4 
920 FOR I=SM*202 TO SN+217 STEP 3 
930 FOR I=SM*202 TO SM+2V7 STEP 3 
940 POKE 1 ,56: POKE I*39,56:POKE I+H, 
6 

1950 NEXT I : RETURN 

1960 REM PLOT RANDOM BUMPERS LEVELS- 6- 
9 

1970 FOR 1=1 TO N:R=RND{1)*260:IF PEEK 
[SMO20*A)=0 THEN POKE 5H + 120*R,5& 
1980 NEXT 1 
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1990 RETURN 

2000 REM GAME OVER 

2010 POSITION 6,9:? *6;'gai* over 

2020 IF SCQRE>tUGH THEN HIGH=StORE 

2030 GOSUB 2100:RETURN 

2040 REM PLOT BUMPERS LEVELS 0-2 

2050 POKE 5H+?40+10,56:POKE SMt260+9,5 

6: POKE SH+280t11,56:POKE SM*320+10,56 

2060 POKE SH4240+10,56:POKE SM>260+9,5 

6: POKE &H+2a0H1,56:PQKE SM*320^10,56 

2070 POKE SMt282,56:P0KE SM-297,56 

2060 RETURN 

2090 REM PRINT TOP STATUS DISPLAT 
210ft POSITION 0,0:? #6;' 

■; :RJM 19SPACES 
2110 POSITION 0,0:? *f>; 's*;SCONE; 
2120 POSITION 7,0:? #6;'r";HIGH; 
2130 POSITION 15,0:? #6- 1; LEVEL; 
2140 POSITION 16,0:? #6;"h'; LIVES; 
2150 RETURN 

2160 REM RESTORE W4lL AND ADO BONUS 
2170 LIVES=LIVESH :SCORE=SCORE*1000 : SF 
LAG=1:BCOUNT=0 

2180 POSITION 1,0:? ^6;SC0RE; 
2190 FOR 1=60 TO 50 STEP -1 
2200 FOR D=1 TO 5 : NEXT D 
2210 POSITION 6,9:? *6;'bonus 
2220 SOUND 1,I,U,H 
2230 SOUND 0,1-8,14,14 
2240 FOR D=1 TO 5:NEXT D 
2250 POSITION 6,9:? #6;'I0NUS 
2260 NEXT I:SOUND 0,0,0,0:SOUND 
0:GOSUB 1570:GOSUB 2100 
2270 POSITION 6,9:? *6;" 
EM 10 SPACES 
2280 RETURN 
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Will sound, and be stored in memory. 
It is also possible to delete notes if 
necessary. 

A key signature may be set up at trie 
start of the composition or this can be 
bypassed if desired. The various key 
functions - shown in Figure If - can be 
displayed on screen by pressing the I 
key, and these are usable at any point 
during composition. Only valid keys 
are accepted, so if you avoid Reset 
and Break you can't go far wrong. 

The Basic END command will turn 



BRUCE WOODLAND starts you on the 
right note with this musical program 



Key 


Note 


Length 


1 


Semiquaver ( ^) 


1 


2 


Quaver {^} 


2 


3 


Crotchet id) 


4 


4 


Minim (qj ) 


8 



THIS superb utility is designed to 
allow you to write simple tunes on to 
an on-screen simulated music sheet 
and play it back in a choice of voices. 
You also have full disc handling of the 
music files and a special facility which 
allows simple access to one from 
within your own programs, 

Music is often added to programs, 
either to provide mood or to fill in 
those tedious Intervals when data is 
being processed and nothing exciting 
is happening on screen. 

Atari computers contain a versatile 
sound generator, but unfortunately- 
the resident Basic suffers from com- 
plicated sound handling commands. 
Production of even simple tunes may 
require much trial and error. 

Furthermore, since it takes a signifi- 
cant time to run the SOUND 
command, program operation is 
slowed or even stopped while music is 
being played, and this defeats the 
object of its inclusion. 

Melody Maker presents an attractive 
solution to both these criticisms and is 
also fun and educational. Music is 
written on to a music sheet on the 
screen using a few logically-chosen 
keys. Standard musical notation is 
used, so composition or copying from 
sheet music is simplicity itself. 

Disc handling routines allow music 
files to be saved or loaded and they 
can be added to or played in a choice 
of voices. An interrupt-d riven machine 
code routine is used to play the music, 
so it will continue playing during most 
Basic operations. This option may be 
saved separately so it can be added to 
your own programs. 

When you run the program the 
options available - shown in Figure I - 
are displayed. Select W for the edit 



mode and enter the music using the 
keys shown in Figure II. 

Position on the music sheet is 
marked by a player missile cursor 
which can be moved vertically on the 
staves by the arrow keys. You don't 
need to press Control Its position is 
translated to the appropriate pitch. 
The sharp and flat keys, which modify 
the pitch slightly up or down, have to 
be selected before the note is written. 

Keys 1 to 4 will write a note of the 
correct type (length) at the cursor's 
position. The note length can be 
prolonged by 50 per cent by preselec- 
tion of the full-stop. The correct note 



Table I: The notes aveitebte 

off any music, as will Reset and any 
disc accessing. No provision is made 
for accented beats, so the normal bar 
structure of music is conveniently 
ignored. In other respects Melody 
Maker follows standard musical no- 
tation very closely. 

The program is very user-friendly 
and very Male musical knowledge is 
required for its use, so an absolute 
novice can create superb music. 

However, the complexity of the pro- 
gram renders it unsuitable for the 
smallest Atari machines such as an 
unmodified 400 or 600XL and cassette 
storage is too slow, which means a 
disc drive is essential to store files. 

Turn to Pago 36 fr* 



W *te Music 
Continue 

Sa ve Tune 



AJJOWS you tO arirt * 

c^posftfon in mem° °' ^ ntfntie ^ * 

SateTvT^ 
es your compose 



Load Old 
p| ay Tune 
List To Disc 



• fi'wame ^ch^ouch °" '° disc u "<>er 
f "es are identified ? noose meicdv 

yourself. ° not ad d art extender 



Di &plays all the v»)W „ , 
f^dem disc »nd ^! 0dv . files «n the 



^eXrTS^^er you have 
v °'"ng choices " fr °™ "va prese * 
L| sts a short porti 

fsc With ti-, 

A «« this to "ELODV.Lsr 



Figure h Main 
menu options 



t° disc with ih« n °' ,he Melody Ma*™- 
this to your 't a % S MEtODV L " 

stored disc m e b ^ u ca " P'^V any pre . 
An excels atam.^'""»»'« 
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< From Page 30 



Cursof up/* 0 * 0 ft ', 0 n on -— , by t tie 



or 



TUAIES 

(ovs 

WREF$ 
KSGS 

K$ 
IS 



sing 



1 



i^BOCOOn screen °y- store 

nated type* metT ,ory. T he c TheV are 
; .« sound ,n -...nrnaticaHYj No , e 



identit' e ? 8 



te as to«t«« ■ „ rt(J note » 
: « a t ornorma" „, fiat-ir 



?T» a sh^P. ««* ° r "sharp or «* 
the key ft™ *e W» » * ical rest 



PROGRAM VAR1ARI cc 

W^sic storage string 

fat/on for key Signature 

K Arrest check ffst 

our s^r 8 d 4r inrmofpw e 

Ram f ; equenc V value 
Ram S ° f tUne Store 

Honzo taJ screen Jnd 

yerticaf screen pointer 

ent tune file 



trans- 



,r, e store 
cursor 



TAD 
MC 
KP 
X 
V 
T 



Length 



if j-i 



Spaced 



A llo^s the !. h , eri gth equal 1 d 

^ |; ee, and memo* 

hV 50 P n e L C e note tyP* me(iu from 

«* turn ^here 
comp" E 



Figure ft: Key commands available 



I REM H I H IWNll llII IW KKH i m iHt** 

1 REM * HEL0t>¥ wfl'HEft * 
I REM «A MUSICAL UTILITY* 

3 REM * CO ATARI USER * 

4 REM *BY BRUCE MOOOLAMO* 

£ RE5M^108:DEH0=388:MCDE=5BB:MENU=78a 

i& rem a3EBEEH33I 

Z6 CO SUB RE5H:R€M 
Jfl GOSUB DEMO : PtN g 
SB GQSUB HCDE;REM 



SETUP MC ROUTINE 



7% SO^UB Ptf NU:ftEM ■ I I ■ I IIIIHWWl 

SO GOTO 78 

98 N EH WWMWiWtWWIWWPHWWWWWWW 
108 RLM TI*H:l?J«.4;[n:M*B 

llti CflP-lflZ4:RfM Max tune length 
12* A=PEEKtia61-36;6RAPKlCS 6 
13B POKE 54275, At MC=a*fl56:BA4=5A2+MC 
149 ftIM K$(16)pM»£F$a5)p*56itl5> 

i5B &im picKSaej^enLEfas) 

168 bin IHHEStWP') j lEHPS 

186 OPEN Bi r 4 J 8/ 1 K:":TAD=A&RCTUNE$> 



19i RETURN 

13ft fEH W W H W K¥ H tMMMl l M M H H B P t* > t KttMMW H M 

in KH-amm 

111 GRAPHICS 17;P0KE 7lR f 6 
3Z8 POKE 7M,1*2!P0KE 711,182 

3 JO BL:7*PEEK 17«1*2S6*PEEK C7411 
340 POKE »L, 7: POSITION 4,1 

3S« 60SUB 4i# 

160 FS=8:G05UB ?31t 

17B F5=i: RETURN 

PEH ■ N N K N 1 K KKMK M H H MH ■ » « W HWMM Jt* 

400 REM liHUWA^ 

410 POSITION 4 r l!7 »6 l "Me[E[>^ 
438 POSITION 6 P B:? Q^'milUl 1 

440 POSITION 8,8;? U6;'UIJ* 
458 POSITION 4,183? «6 r "lTJri 
468 POSITION S,i3i? HO;'^ 1 
478 POSITION 5,151' ttfij" 
400 POSITION 0,181? I»;"1W 

4 9S RETURN 

45S EEH »«IHtKlfM1iH<HM KKIOCMK MMMM 

50t REM HlflllllMlffl 

. 



user 1 





518 K5="--+*1234 NB.N1 PSIS" 
528 (SGS= ,J HCBEFG A8C &EF t AB " 
538 RESTORE 658: FOR A^l TO If 
548 READ DTA 

558 SCALES tLENiSCRLESi+lJ=CHR5<»TAJ 

S68 NEKT ft!NREF5-5CALE$ 

588 RESTORE 9888 ! FOR A=8 TO 247 

REAR DTA i POKE A+MC , OTA t NEXT A 
688 CK=MC+47;ND=CKM2;MB=NR*136 

621 rem [HEKnHE 

638 POKE 784, 236; POKE 52ZSft,0 

648 POH£ 53240, 8t RETURN 

650 REM AlHiR»tHll«frl*MJE 

660 DATA Jl r 35 P 48 J 4S,47 p S3 ( §0,04 

678 DATA ?t, 81, 91,*b, 180^ 21, 128 

69i DATA 1b f l*i f U*,tt 

6fS flEM H M WM HMII i i HK* MM NH X H T i N K K M K H 

zoo rem 7n:w:4:iK 

718 GRAPHICS 17: POKE 718, I U 

720 POKE 711 , 22 1 POKE 788,158 

?30 POKE 789, 102: POKE DL+1,7 

750 POKE 67 j 8; RESTORE S10 

770 ? if 11 3aSEEw¥3kIMj" 

788 ? " FOR ATARI 8BBKL" 

7ft FOR A=l 10 61REAR PICKS 

OOB POSITION 5,2+A!? PICKS iNEXT A 

010 ? ■ option or start" 

020 MX-4:HY-I 

S38 POSITION MX, MY:? " "i 

040 IF PEEK55J27^)=6 T(i£N 890 

850 IF PEEKC5I27«>5 THEN 830 

a 00 IF PEEK(53279> (>7 THEN 868 

678 HY-MV+1 LlF HV>i+A THEN 028 

688 C0T0 638 

898 losub MY^ieea 

988 RETURN 
918 DATA 
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Classifieds 



Has upgrading your computer given 
you hardware you no longer need? Or 
have changing interests left you with 
unwanted software? Then THIS Is 
the place to advertise your surplus 
items. Atari User readers are always 
on the lookout for a bargain and this 
is the first place they look! 



An added bonus f 

Your advert witf atso he automaticaUy displayed 
on MicroLink, the eiectront'c mail service 
operated in association with Teiecom Gold: This 
means it wiff be seen by thousands of computer 
enthusiasts who can send an instant response. 



Cf ossified advertisements wilt be accepted 
under the following conditions: 

m This service is EXCLUSIVELY for trie use of 
private readers, No trade ads will be allowed. 

• To avoid encouraging software piracy, all ads 
will be carefully vetted before they are 
accepted. 

• Ads can only be accepted on this form {or a 
photocopy of it). 

• There is no maximum to the number of 
words you include in your ad; If there is 
insufficient room on the form, continue on a 
separate sheet of paper. 

• The cost is 20p per word, with a minimum of 
10 words, 

• We GUARANTEE your ad will appear in the 
March issue (on sale February 24) 
providing it is received by January 29, 



e Atari 1027 letter qua- 
lity printer (hardly 
userd) with Atariwriter 
disc £75. Tel: Milton 
Keynes (0908) 568788. 

• Wanted 1050 disc 
drive, Tel: 0353 3377 
evenings, 

• Atari 800, (48k) and 
1010 recorder £35. Tel: 
01 998 2724 

t 800XL, 1050 drive, 
1010 cassette, touch 
tablet,, joystick, 60 discs, 
boxed as new, only 
£200. Centronics prin- 
ter, interface, supers- 
cript word processor 
£65 or £250 the lot! Tel: 
Simon on 0462 58114, 

• For sale: S00XL, 400 
(48k>, 1020 printer, 1050 
drives (two}, touch 
tablet, software: Gaunt- 
let Spindizzy, Goonies, 
Tomahawk r Realm 
Impossibility r Star 
Raiders II. and others, 



sold separate. Tel: 021 
475 7608. 

• 800XL, 1050 drive, 
(Usdoubler), utilities, 
MAC65, Alt. Real l + ll, 
J. Bond, over 80 discs. 
30+ cassettes, cartrid- 
ges, books, touch tablet, 
magazines, excellent 
condition, first offer 
over £290 secures. Tel: 
021 551 5797 after 6pm. 

• 800XL XC12, disc 
drive, books £J50 soft- 
ware. Over 100 maga- 
zines for £175. Tel: Ken 
(Brighton) 594821. NB. 
Buyer collects. 

• 1029 printer, Font IV 
chip, coverj spare 
ribbons £100. Tel: 01 
805 7738 evenings, 01 
881 6673 office. 

• 130XE 1050 disc drive 
lots software, all user 
mags to date £190. Tel: 
0243 829696. 

• 800XL £35, 810 with 



Archiver £85 WS2000 
modem £80. Tel: 0245 
269030. 

• Atari 800XL, 1050 disc 
drive, original software 
plus other games and 
joystick £120. Tel: 0733 
47605, 

0 1029' printer wanted, 
good condition up to 
£100. Tel: 0772 854765- 

• XL originals for sale: 
Pawn, Guild of Thieves, 
£10 each, International 
Karate, Steve Davis 
Snooker £8 each. 
Several titles on tape; 
£4 each. 1010 recorder 
£15. Tel: 01 748 6545 for 
details. 

ft Latest Atari games for 
sale, originals only. Full 
price games £4, budget 
games £1. Tel: 01 363 
9031. 

• Fidelity CM14 colour 
monitor suitable for any 
Atari XUXE model, £140 



o.n.o. Tel: 0635 37516. 

• Atari 1029 printer 
with manual £58. Tel: 
0966 25032 

• 800XL, 1010 recorder 
joystick, 2 games + 
mags £110 o.n.o. Tel: 
0925 754179. 

• Wanted 1050 disc 
drive. Tel: Portsmouth 
(0705} 812536. 

• 1050 discdrive plus 
software £90. Atari 
assembler editor rom 
£16- Atari microsoft 
basic II rom £16. Mini 
Office II £10, cut and 
paste w/processor £10. 
Atari touch tablet £25. 
Tel: 0992 32697. 

• Atari 800x1, 1050 disc 
drive, 1029 printer with 
font rom, touch tablet, 
speech synthesiser, 
keypad, recorder, 
assembler cartridge, 
books and games, all for 
£325 o.n.o. Tel; 061 223 
3634 anytime. 



• For sale Atari 130XE, 
XCII cassette, 1050 disc 
drive, 1027 printer, joy- 
sticks £200. Tel: 01 960 
2720 evenings only. 

• 130xe, 1010, 1050 
drive, 60+ original titles, 
disc box, mags, two joy- 
sticks, blank discs worth 
over £800 will sell for 
£220. Tel: 0608 737332. 

• Atari touch tablet and 
software £20, Plus 
original disc and 
cassette software from 
75p to £950, Tel: 0702 
510487, 

• 800x1, 1050 disc drive, 
original software, boxed 
£100 o.n.o. Teh Matt on 
0243 864858 after 

7,30pm, 

• Atari 520STIVI, SF354 
disc drive, mouse and 
usual free software. As 
new £200. Tel: 0703 
255782. 



10 *cr<Ji C2 00 
15 wordi £3 00 
20 *ordi £4.00 
2S word* €5 00 
i0 word* f6 00 



I certify that any software offered 
for sale is original and not a copy 

Sign ed 



Address. 



POST TO: Atari User Classifieds, Europa HuuSC, Adlrngton Park, Adlingtnn, Macclesfield SKlO 5NP 
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now for ' 
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issue J 



*4 From Page 36 



tti DATA lAUimilLTJ .IBBggir: 
HI DATA JftMlfhlJ HHftfllfl 
93a REM HKHWKWMXumiKiticnnwnxxMXKKidC 
398B HEH 

1=8 : REM 

33ZI FOR ft=* TO CAP STEP JSft 
3936 «=USRCWpA0fl(TUNE$?, 255,6) 
3841 KENT A 

3056 IWE=S5Bfi:PLAlf-7JM:iim=46ee 
m§ H5MP <58B:™i?-*/60:EHT 4& E >Q 
3*71 HTLT:*7Be:PfllJ=49*a:5KftHP~8 
me DEL=4flfle:MRTE=41H:K5lG-37B« 
J6JI IltST=3BM:PFyE=74B# 
3180 CRRPHIC5 »iH=52 J Y-!4:LiE=B 
J19S CdLL=USR(CK f fM5, lSS,i) 

Jilfl 5TRT=PEEK£ittJ+PEEI£IBJm56 

JIM POKE 557.46:P0KE 53Z77,J 

ma KP:4:GQSU8 WJt : LtiSuB K r jIG 

3lS8 GET ttl.KE/l KP-#;^0UMD 1,0.8,8 

3155 IF KEV-42 Oft THE1 31?* 

3168 IF KEYOiSS THEN 3i»8 

3178 & ■OS- LIB 3*58; POKE 553,33 

3188 POKE 53277, 8;P0KE 53148, 9 . RETURN 

3178 KP = U"ifitCK, AI)B(KS> .LtNtKSJ ,KEY> 

3288 IF HOT HP THEH 3158 

3218 5 CftH= 51 R f *■ f H -4&J f 4 + C Y -15 *Li£ 3 *8 8 



12Z$ R=KP-6IIF KP<8 THEN R=2 IS 30 

123* IF KP<5 THEN R=l 3540 

3240 ON R GO5U0 HVE,I*TE, PnU P MSHP r MFlT 3568 

P EKTjNRH H DEL r PLA V „SH&, INST, PF WE 3578 

3258 IF LHE<757 THEN 3150 3580 

3268 POKE 55J,J?lP0KE 5JZ77,! J53fl 

3278 POKE 53248 j 8 : GOTO 3100 3688 

J296 HEM M MHH M M KMKKg K WHUHMH M M M K KBp f H tt 3618 

3388 REM a:H!KiiaWd:iJ*J 3628 

3318 POKE 718,6: POKE 7*7, 8 T COLOR i 3638 

3328 FOR ti-XZ TO II* STEP 38 3648 

3338 fOR 8=* TO 16 ^IEP 4 ! PLOT t,l*ti 3650 

3340 DftflWTO JiJ.a+fltDRAMTO UJ,*+12 3660 

3350 PLOT 16 P B+A:&»AHT8 i&,A*12 3678 

3360 KENT 6 ! GOSU* 1488 I NEXT A 3698 

3I70 RETURN 3788 

un reh wmwtimmmMmmmmmmmm 3710 

3488 REM Mflffl 3720 

3416 PLOT 4, A+B: HE STORE 3450 373* 

3428 FOR CL-0 TO 181 READ CX,CV 374c 

3430 &RAHTO CM, CY+A-20 JHEKT CL S7 S0 

344* RETURN 3768 

346* RATA ft, Jb r fi ,16 , IB, lfl , 1Z ,21 3880 

3478 DATA 3,26,3,32.0,36,11,32 3B18 

346* RATA 13,30,6,29,6, 13,10,31 332B 

34M REM KMKXMXXKMMNMKKHHWMMMUXiillKIt J8JB 

3508 REM ^EB 3848 

3518 IF KP>5 THEN RETURN 3B5B 

3528 P=l:IF KP>2 THEN P=fl 3868 



IF NP=3 OR KP=1 THEN P--P 
GQSUB 3640 

IF ABSCPOl THEN K-K + P 

IF A85CP) <Z THEN Y = Y+P 

If Y=17 OR Y^32 THEN Y=Y-R 

IF M>200 THEN X=M 3 UK4.lt HI 

RESTORE 660 

POKE 51248, Hi FOR A = 8 TO I 
REA& i:POKE BAS+A+ V*LIE ,8 
NEXT A : RETURN 

reh rjrriM^fliia 

BE STORE 698 : FDR A =8 TO I 
P0KE BA5+LNEtft*Y,8fNEHT A 
RETURN 

REH KWKIClfM I IR I< M«l < M ilMMHM W Hif» ff W » i»* 
REM 



FLAG KEY SIGNATURE 



1 "Key signature? fl/H'^CET fll,A 
IF A<>69 THEN KR=0;£0TQ INST 
KSG=1;? CHR$<12S) ;"Ri0ht2-" 
? "Position with cursor key*." 
7 "Then write in With it or B. " 
GET tU, A: RETURN 

REM irHlPtM ULB 

IF KP=4 THEN GOSUB HWt 

POKE 82,1 1 POKE 752,1 

RESTORE 3S82+INS]? CHflS(l2S); 



instructions 



REAO TEHFS:? TEMPS 
INS1IN5+2LIF INS=12 THEN I»S=8 



ATARI HARDWARE-GAMES- 
ILITIES AT DISCOUNT PRICES 



mm Cassette 

ArtanoW 7.60 

22 IB Baker Street - 

Arart Aces S.50 

Battalion ConwarKJ»r 8.00 

Rroadridvi - 

CoJosslb ChM* 4 .0 8 00 

Fight* Plot G-50 

Flight Simt.J^t'^f II — 

Scudfiflet B.CD 

Sottysbufg - 

Green Befel 7. SO 

htardbol 6.M 

iewett or DaknMft 12.S0 

Kennedy Appf Mch 6,00 

L*Qd*ibQgrd .„.,„.,, 7.95 

laeaderboardTatrn 4.95 

t .Mrg CJdVllOtTra 

M*cn Brigade - 

Mlndwheel 



Disk. Title Caaserle 

10.95 Mtnlomc«H., - 

11,95 Mocnmtat - 

Ponw* Oenacier - 

11.95 Pawn - 

23.95 Platform Perfection 6.95 

1 1 .95 Sent Service S.00 

10.95 ScHndlzzv ..6.00 

37.95 BpMM4Q fl-50 

12.50 Summw OdTTMM - 

25.** Tomahawk..., flflO 

TfMd Purait* 1 2 .50 

11.95 U.S.AA.F. - 

12.50 UKtmalU -■ 

12.50 War^RuMto - - 

11.95 Wcxgam* Confiruc. s»* - 

6.95 WanNp - 

10.95 Winter Otympica 6.95 

24.00 Mjtlc Conahucttorv Stt iii4»HhHK~ 

2000 Vtetnam 



Disk 
15.95 
20.00 
21.93 
15.95 

11,95 
V250 
10.95 
12.95 
12.50 
15.95 
24.95 
17.95 
24.00 
17.95 
24.00 
8.50 
12.95 
12.95 



{Mofiy mora HN«t avalklbt* - pHon* iQf prion) 



A VAIL* HE hlOWl A5KE Cornpurar ftjrn« £yil*m* - 130)(E Starter Packi - 
full rang* Of Xl/XE P»f1p#l**0<l - Prwne for Prtc»»l 



CONSlMlflHO UPGRADING TO AN ST? Al STrrtGdeb OnclmSrg dteCQiXited packi) + 
flJI rang* of ST Software avalablB - many aUcoi^t* - Ptwn* for Latest fttcet 



PROSRAMIV«RS UTILITY PACK - h*lD* you deaJgn and create flam** 
□ISK'TOLTISK UTILITY 



TUlBQCHAjtel ft XL/XE 
THE ALCHEMIST 
ACTIOM (OSSJ 
fiAaCXE(OSS> 
BASIC XL tOES) 
MAC/65 (05S) 



SZ2.95 CD**) 

-dW< backjgp system frri. Bad S«torj> , <Wftj 

- tape backup * he-eases l-Md<ng speed? £?.95 (Ca») 

- outamgtfc tape fa disk ttari#f*f *irtt#nn . . £1 9.95 {PblO 

- tup^fott hlgn-ksvel lanauarje £64.95 (RCM> 

- •Xtr»m*lY (Oft * powerfii Basic £64.95 (ROM) 

- at above but foe the XL mochln* £54,95 <BOM) 

- the ulUmate macio aoemblar _ ...-SW.9S <nOMj 



All atx> v« K>PtwCTe Is for the KUXf rtniCt*Wt - al a*nUfi#, original, brand now tttkH - 
FREE U.K. poBtage- overseas plea*ft add E2 to lotal order. Discount ST saftwor* CsM^ 
averilQbto - PftOO* fOf prtc«. Mail Older Orty - SLt^eCt to avaKtoWV. Chequ« ™ 

P.O. s payable h> 





PL65 

FOR ANY 8 BIT ATARI WITH 4SK RAM 

A mice o-processor program development languaga designed specificaciy for the 
6502 processor thai gives the power and flexibility ol assembler wilhoutttie 
headache. 

PL65 is a procedural structured language that is designed to be used as a 
replacement for assembler. It is implemented as a single pass compiler wMcti 
generates pure machine code cutpLr. 

KEY LANGUAGE FEATURES 

1 4 types of procedure PROC FUNC FUNC$ end I NTERRUPT 

* 4 phm ary variable types BYTE INT POI NT ER and STR ING + absolute, 
BASED and arrays 

* Structured program flow statement! 
IF THEN ELSE END IF 

WHILE DO ENDWH1LE 
REPEAT UNTIL/FOREVER 
FORTO/COWNTO STEP NEXT 
CASE OF ENDOF ELSE ENDCASE 
ON GOTO 

+ unrestricted GOTO's for those who cant bneaJtfie habit 

* Syntax includes the complete set of 6502 m rwmonics which can be 
intermixed with h^h level code for those tim e critical code segments. 

+ much much more, 

FL65 allows you to aeate fast professional programs wirji high level statements 
producing code wh Ich is 60- 1 DO times faster than BAS IC and wlrjt the built in 
assembler even last arcade games are possible (no royalties on runtime code). 

PL&5 is supplied on dish with DOS E.5 + KED a powerful word-processor style 
text editor wti ich is packed full of features + Library support files including 
routines for IA3, graphics, player-missile graphics, sound etc etc * t30page 
programming manual. 

All this and more for Just E1&J&5 

Send cheques or postal orders matte payabte to: 
Noahiott, 90 LONDON! ROAD, DUNSTABLE, BEDS LUG 3EE 
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Utility I - 



3079 IF ms<>2 THE if ? » Key I^Hore."; 

3088 POKE 62, 2: POKE 752, 0 ! RETURN 

3098 REH B KKKKM^MWH^ MB Btt BBH tt W M H MM +iM tt 

3?O0 REH :iH J:»i:»niMiftEE 

3982 data Press I for keytode in/orwt 

ion 

3994 data l=5/Quauer 2=ouaver 3-Crotch 
et 4=HiniH These heg^ write in the not 

tJ 

J*86 RATA lt=Sharp fc:f)it ,-Lang note N 
^Natural Press these before wr j ting 
note 

390S DATA P=PJ*y stored Tune 5=5ound I 
ate only Deiete-Rubs Out Last Bote 
3910 DATA cursor UP/Dowi noves the cur 
sor to the required position on staves 
3912 DATA Spafe bar=set length of misi 
tal rest Return-lack to the Main Hen 
u 

J998 REH «K KK H MH M HH HH H M K M yW HMIIHM » Bl t m 

4000 heh rcnmnH 

402B T^-l 
40 IB T=?tl 

4040 IF PEEKf TAD+T) O0 THEN 4616 
4950 GOTO 1050 

4938 REH HMMMMMM B KMMMHMtMMMMM B K l tMM I tM 

4199 REH LT>< 1JJ 

4116 UfiT-(KP-5)*2S:CF5-4B9 

4128 IF V~16(J THEN U0T=Y0T+10:OFS=8 

4130 E-U5R(rtC,lS,ND + 0DT,SCRN-QF 

4140 GOSUB 4Z00lSHAftP=0;N&=0 

41S0 KP=4;tOSU8 WEiRETURN 

4190 REH M* HH MMMMX«M II M HHrt lMM ME * *N MM 

4290 REH HHMTEUfi 

4210 B=¥-ie:HTE=ASCtSCALES t9,B)J 

4220 IF HOT SHARP THEM 4258 

42 10 NTE-NTE+ i N T E * SHAR P*8 . 8 4 5 J 

4240 If Vmnt THEN NTE=A5CtNREF5tB J B 

ii 

4250 DUR±2MKP-5>*« 

4269 IF LNTK THEN DUfl:DUR*3/l 

4279 SOUND 1, NTf, 10,15 

4209 IF K5=l THEM RETURN 

4298 MEN SEE 

4189 IF T**UR>CAP THEN RETURN 

4119 POKE TABU, HIE J POKE TAD+T+i,&Un 

4*30 T=T*2:P0KE TAt+T,! 

4240 L NTH -9 : BMARP -fi : RETURN 

4499 REH MMWBHHHHHHtNMBBHHHHHHHHHHM I 

4599 REM EHETliH 

1518 SWARP=-l:0FS=121 

4528 IF K5C>8 AND V/2>lNT£T/2J THEN OF 
5-120 

453B Z-i^RCHC^B^SCRN-OFS) 
4548 IF K5G=1 THEN 758* 
4559 RETURN 

4599 REH KW H MM WHHH MKW W H HHH H* B KMKfcMKM 

reh naai 

4618 0F5=41;SHARPrZ 

4620 Z=IJ5R IHC , 7 , HD+24 , SCRN-0F5) 

4630 RETURN 

4649 REH XKMMM i n i J t MMMM Bi K HHB Kr ij M i r^XM 
4658 REH HIU^IJJJ 
4669 Z=U5R IHC, 3, r»*10, 5CRN*4il 
4678 L WTh ! : »f TURN 

4699 REH HBB BM B KMMMMMMM HB KMMMHMM U MMM 

i/oa rem JS3E 



4710 SHARPS: 0F5"I61 

4728 IF K5G>0 AND */2> INT It/M THEM Dl 
SP=160 

4739 Z-USfitMC, 18 , MD-M4 , SCRH 0F5) 

4749 IF K5G-1 THEN 7 500 

4750 RETURN 

475B REH MMNWtWHMHIMHHHHHHHBTOHHHWMI 

4769 reh ain:Mgnm 

4770 N5-l:C0SUfl 4200 ; N S 0 ; fl E TURN 
47*8 REH W H K tt MM KM M M H H K K B B B M I f K W H M M M M H 
406O REH MM 

4005 IF X+tNE-60 AND T>0 THEM 4899 
4018 IF ti-60 AND LNE=0 THEM RETURN 
4628 IF K>60 THEN 4B4B 
4838 GO SUB 3648 1 X=204 : LNE -1NE-19 
4840 DTE-STRT+tK-56)/4Tt3+LNEJ#B8 
405O FOR A=6 TO 16; POKE DTE+fr*48 p B 
4060 RENT A: FDR A-fi TO 22 STEP 4 
4070 POKE DTE*A*40, 255! NEXT A 
4009 KP=3lGD5UB HVE 
4899 T-T 7: POKE TAD+I, 6: RETURN 
4098 REH B M MM MM MM MM B B I t M I t MMMMM M B B M B M M 
4998 REH ■UllU'Iti!' 
4916 ? CHR5C125J ;"*est length? [Q-QT' 
4928 T "Rest = length of note type." 
4930 GET 8i P L:L=L-49 
4940 IF Kl OR 1)4 THEN 4*36 
4956 M&=a-13»SU8* 
4968 5CRN-STHT+ (X-40)/4HLME+8)*B8 
4976 Z=USRCMe r 9,NDtVD,SCRN) :NTE~1 
4986 MJR=2 A L*6: GOSUB 4388rKP=4 
4990 GOTO INST 
SB 80 REH aEMHU J 
5810 HDE-8 ! GRAPHICS 8 
5020 POSITION 0,9 
502O ? 



This is ona of hundreds of 
programs now ava ilabla 
FREE for downloading an 

fTlkroUok 



5848 ? ;? -lUtLmi ll ;:INPUT PICK* 
5859 IF LENCP1CKS) it THEN ? : RETURN 

5969 IF LEK(PlCK$)>7 THEN 5088 

5970 FN$= ,, D; l, :FN5(3)=PICK$ 
5080 FN$(LEN(FN$m}- | ',rU5" 
5090 G6SUB 9380;fiETURN 

5098 REH KMEMMWMMXKMMM H HMM i M K t fM 

6089 REN fKUli 

6818 GRAPHICS 9:HDE-4:A-9 

6828 OPEN M2 J 6 p B r "D:*.rUI5" 

6830 7 CHR£ (125) i POSITION 12,0 

604O 7 "i:Uiil>l«Jirap l 

6058 INPUT H2,TEHP$ 

6B69 IF TEHPS (5,8) -"FREE" THEN 6119 

6079 A=Ati!? " "iAj 

6080 ? TEMPS tl. 10) ; If AS IS THEN 5050 
6898 ? "tJiHJ far Bore," 

6190 GET Bl.ilir A- 12 THEN 60» 
6110 TRAP 49900 JC10SE Ul 1 TRAP 6220 
6120 f " rtJM*»«ljT3 , . : INPUT FM$ 
6130 S=0ALtFN5) :IF S>A THEN 6229 
6146 9PEN B2 ,6,0 wr." 
6156 FOR |=i TO S I INPUT «2,TEHP$ 
6169 NEWT BiCLOSE »2:A=I 
6179 A=A+1 



6160 IF TEMPS (A ( A) >"8 M THEN 6179 

6190 FMS'TEHPSd, A-13 :FN$(1,2J ="R:" 

6290 FN$fLENCFNS)*ll;",HU5" 

6210 GOSU0 9I0O 

6220 TRAP 40009 \ RETURN 

639S BEH MMMBBBMB KKMM II MBMBB HKJC MUBMB 

7008 REH JEYMiind 

7019 GRAPHICS 6 

782B ? CHRl (125) ; POSITION 14.6 

■^iOlEfflZSL!" - POSITION 10 r 3 



7030 7 
79#B ? 
7050 ? 
7966 ? 
7679 ? 
7960 7 
7890 7 
7180 ? 



Play Resident Tune 



:? "S*l#ct:- 0. Hid tJdite" 
@. Low Voice" 
0, Throe uoites" 
Q. Hj/Lo miC0f M 

0. LO/Hid VOiCC" 



Yojr Choice 



7110 GET Ml, AS? CHR$CAJ . fl ft -46 

7120 IF A<1 OR A>5 THEN 7029 

7130 HI=B:HI0=B;LO-0 

7148 IF A>1 THEN L0-16 

7150 IF lNT(A/2)<A/2 THEN HID^IO 

7160 IF A=4 OR ASl THEN HI=10 

7170 SOUND '< ,Q , til , H I 

7100 SOUND l,i,KE»,lfE| 

7196 SUUHD 9 , 6 , 10 , LO 

7299 Z-USRCARRCIS),TAD) 

7218 ? :? ""3H3. . i "J :£ET N1,A 

7220 IF A=89 THEN 7020 

7230 RETURN 

7298 REH B KKBBJ I W W ■ HU BBB MK B K BB MB I f M H M M 

7366 REM 1133 

7318 SOUND 1,9.10.12 

7320 2=USH (ADR <I$) , TAD) 

7130 RETURN 

7390 REH « NIH tBB WMMM M M M M «itBB M M W#M M*H H I 

7400 REH larTMT.MBmVI 

7418 A=8:IF T>10 THEN A-10 
7428 SOUHO 1,9,10,12 
7438 E-U5fltA0R(lS) # TAD-A+T) 
7448 RETURN 

7500 REH URt X iMjA'M'Ai'm>U i '. T YVtiR 
7510 TEHPS=KSGSlV-16 r V-i6l :P=1 
7528 IF KP-19 THEN P-l 
7539 FOR B:i TO L£N(KSG$> 
7549 NTE lASC tMREFS (B , B) ) 

7559 IF TEHPi<>KSG$(B J B) THEN 7570 

7560 SCALE S CB ,63CHR?CNTE + NTE*C9 , 946*P 
IJ 

7S70 KENT Bl? 



7550 GET Ml, A: IF A- 70 THEN RETURN 
7598 SHARP=0;ieSC=0;Kp-4tGOTO 3006 
7598 REH km in j i mmm b u b b bbb kh B i mM 'l H i b b k 

8999 REM WA:Mm*Al 

8B10 GRAPHICS 9: POSIT ION Q r 9 

6020 7 ■ ' Alii iMi iHM tjB| liA Ii " 

9039 f :! "Insert disk then press H l 

I049 ? "any key. . . N j :GET HI, a 

8959 LIST l, O;MELOD¥.LST" r 93B0,S758 
8668 ? ;? ;? '5AWE0 AS 1 HEL0DY.L5T' " 
8676 GET Nl , A : HE TURN 

9980 reh nrsin 

9081 REH UJjU r ■! IJ 8 <4lJt1:ltnt1 

9002 DATA 184,42,170,202,164,149,210 
1093 DATA 224,8,200,240.168,0,177,210 
9994 DATA 17,212, 145.219,24,165,219 

Turn to Pag* 40 
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< From Page 39 

5«§5 DA T A 105,48^33, 21B, 144,2,231 

3686 lot. a 2ii,24,i6S,2i2.iB5,i,i33 
?087 BATA 212,144,2,238,213,232,228 
*888 DATA 214,208.223,96 
5018 PER lillUiLI 

1911 DATA 184,42,170,104,14* ,203,202 
9912 DATA 288,259,165,284,286,10,146 

9813 OAT A 9,145, 203, 299,196, 206,293 

9814 DATA Z49 , *6, I b* , 2«b, 161, 204 , £09 

9015 DATA 20B, 249, 1,136,16,247.168 

9016 DATA 132,212, 169,0,133,213, 96 
9198 REN iMiMjfr Mgftll 

9118 DATA 26, J9 ,19, 2?, 31, 19, 25 ,15,^4, 2 
4,128,120,252,120,112,16,36,100^8,182 
,126,122,192,124,129 

9120 flATA 26,30,19,25,26,24,24,24,24,2 
4, 56, 128,252, 120, 112, 96, 96, 96, 96, 16 
9,96,102,124,128 

9136 DATA 24,24,24,24,24,24,24,24,24,2 
4,66, 120, 252 ,128, 112, 96, »6, 96, 96, 96, H 
,96,96,96,96 

9149 DATA 24,24,24,24,24,24,24,24,24,2 
4,56,72,204,72,112,96,96,96,96,96,36,9 
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6,36,56,36 

9150 GEH I jJTH»^f ?! r| tgFffl 

9160 DATA 4.52,52,12,4,4,52,52,4 

3170 DATA 4,52,52,12,4,4,4,4,4 

9100 DATA 32,44,44,48,32,32,32,12,32 

9196 DATA 9 , 9 , 62 , 62 , 9 , 9 , 6 , 9 , 8 

9200 REH 



9210 DATA 10,18,31,31,10 

9229 DATA 10,31,31,10,10 

3239 DATA 64,224,64 

3249 DATA 0,6,8,6,8,1,15,9,3,15 

9290 REH H lWWTU B HE li M* » ]M) l )MX**fcHMh H 

9388 ftEti TEHIIlHiO! 

?385 CAP 2846:CIN T HUE i tCAPJ : T AD-AOtt CT 
UNE51 

9310 UK CI0USf6J ,15(196) ,FM$C29) 
9320 Fi«^ ,1 DT* J MUS Jl ;HDE=4 
9310 «E5T0fiE 9580 
9340 FOR A=8 T0 ill: BEAD DTA 
9358 POKE AM(CI0V$1+A,DTA:HEKT A 
9388 TRAP 9460: OPEN H2, HOE,0, FB$ 
93 38 N= IK T (CAP/ 2 565 X - C AP - K*256 
9488 POKe 672,L:P9KE fl?3,« 
9418 K-INT (TAD/256) : L-TAD'N*256 
9428 POKE 868,L:P0XE B6 9,M 
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9410 
9448 
9450 
9400 
947S 
9460 
9580 
9510 

9000 

9618 
9520 
9030 
9648 
9650 

9678 
9688 
?698 
9? 88 

9710 
9720 
9736 
9748 
9758 



M0E=HDE+3:P0KE 806, HOC 
CA11-USRC0DR CCIOU*) ) 
CLOSE H2IIF F5 THEM RETURN 
10UHD 6 p 8 p 18,14:50UNfr 2,8,18,12 
CflLl -USftt^&PCI JJ , TAD1 
TRAP 48989: CLU^E tt£ ; RETURN 
REH p8liF> 

DATA 184,162,11,78,06,228 
REH ij lT|iMHtri^ 
DATA 184,184,113,299,16^,123,288 
DATA 24, 165, 212,105, £0,141,48 
DATA Z, 169,0, U3, 207, 101, 213 
DATA 141, 41,2,165,1,141, 2b 
DATA 2,96,72, 152,72,165,287 
DATA 240,10,168,8,177,280,240 
DATA 52,201 ,1 , 240, IS, 24,42 
DATA 141,0,210,106,141,2,210 
DATA 74, 141,4,218,240,16,24 
DATi 200,177,288, 72 ,165, 209,185 
DATA 2,133,288,144,2,230,289 
DATA 184,288,2,169,1,141,26 
DATA 2,165,287,71,1,133,207 
DATA 184,166,104,96,141,1,210 
DATA 141, 3,218,141, 5, 210,248,232 
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Programming 



WHETHER you're a first time user nr a 
seasoned professional, I've no doubt 
that your Atari played a big part in 
the recent seasonal fun - but most 
likely as a games machine rather 
than a computer Even I must admit 
to having spent a fair bit of time on 
the old joystick myself - which brings 
me round to our first question, from 
Kumar Neppalli of Mid-Lothian in 
Scotland, who writes" 

£ it is really amazing how few hooks 
w there are that deal with the 
technical aspect of Atari 8 bit 
machines, tt has been frustrating me 
for some time now to find out how the 
joystick port works f and what its con- 
figuration is. 
My main questions are: 

# What is the joystick pin configur- 
ation? _ 

• How does the touch tabht work? W 

Let J s tackle the joystick connections 
first. Looking towards the side of the 
computer the pins are numbered as 
follows: 



1 2 3 4 5 

6 7 3 9 

1 Forward movement (Up) 

2 Backward movement (Down) 

3 Left 

4 Right 

5 Paddie A (0 or 2) 

6 Trigger button 

7 +5 volts 

8 Ground 

9 Paddle B (1 or 3} 



Figure i' The joystick connector 

The first four pins are detected by 
four bits within location 54016 
($0300). The lower four handle joy- 
stick socket one while the high four 
bits handle socket two. Bits 0/4 func- 
tion with pin 1, 1/5 with pin 2, 2/6 to 
pin 3 and 3/7 with pin 4. Each of these 
are normally set to 1, and they drop to 
zero to indicate a movement of the 
stick. 

The trigger button status may be 
found at location 53264 ($D01C) for 
socket one and at 53265 f$D011| for 
socket two. These addresses are nor- 
mally zero and they change to one 
when the relevant trigger is pressed. 
By using POKE 53277 p 4 you can latch 
both of the trigger buttons. This 
means that, once pressed, the value 
will remain in the register until it is 
specifically cleared - even after you 
have released the trigger. 

These locations are the actual 
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hardware addresses, but you will find 
it more convenient to use the shadow 
registers lower in memory, which are 
updated automatically by the OS 50 
times a second. 

Joysticks one and two show up sep- 
arately at 632 and 633 respectively and 
the trigger buttons show up at 644 and 
645. From Basic these values can be 
read by using STICK(O), STICK(1) r 
STRIG(O) and STRIG(l). 

Additionally to the digital fon/offl 
joystick system, the Atari afso boasts 
four analogue-to-digital converters. 
These are used to detect the move- 
ment of paddles - such as those used 
to play Breakout - and each contains a 
resistor giving a continuously variable 
voltage on pins five and nine of each 
joystick connector. 

The computer converts the values 
from each of the four paddle control- 
lers into '-umhers between 0 and 228 
which may then be found at locations 
53760 to 53763 ($D200 - $D203). As 
before, shadow locations are available 
at 624 to 627 and the Basic functions 
PADDLEfOI to PADDLEOI are also 
available. 

Because there are two paddles con- 
nected to each joystick socket, they 
can't be connected to the single 
trigger line - so pin three gives the 
Paddle 0 trigger and pin 4 gives that of 
Paddle 1. These may also be read 
using FTRIGfO} to PTRIGOK 

Now on to part two of your ques- 
tion. The touch tablet contains two 
resistance pads - one going from top 
to bottom and the other from left to 
right. 

The slightest pressure at any point 
on the pad connects a given resistance 
value to the paddle A and B connec- 
tions, so they are converted to digital 
values between 0 and 228 for both 
directions. The three buttons show up 
on pins one, three and four end may 
be picked up using STICKjO). 

Here is a small program to illustrate 



the use of the touch tablet: 



10 



H 

38 

90 

til 

lie 

120 

'30 

KB 

150 

160 

170 



GRAPHICS 8: SETCOLOR I J,0: 5ETC0LOR 

K:P0KE 752,1 
X=PADDLE(0)*319/228 
X=159-PADDLE(1)*159/22S 
S=STKKf0) 
SOUND 0,P28-PADDL£(fl), 10,10 
SOUND V?B-PADIH.E<1),1&,1G 
IF S = U THEN COLOR 1:PL0T X,T 
IF S«f1 THEN COLOR 1:MMTQ % f f 
IF %'7 THEN COLOU D : PLOT I,} 
? CH RS M 25 > ; : I F 8*15 THEN 20 
IF S=H THEN ? PEN BUTTON. (PLOT)' 
JF 5*11 THEN ? "LEFT BUTTON (DRAU)' 
IF 5=7 THEN ? 'BIGHT BUTTON (ERASE) 
IF 5=10 THEN ? PEN/LEFT BUTTON' 
IF 5=6 THEN ? 'PEN/RIGHT BUTTON" 
IF 5=3 THEN ? "LEFT/RIGHT BUTTON" 
IF S=2 THEN ? ALL THREE BUTTONS' 
GOTO 20 



Printer problems 



The next letter is from Mr Hill from 
Stranraer. 

£ Having written a program which 
W determines the solution to a prob- 
lem dependant on the input from the 
user, I wouid tike to dump the dis- 
played solution to my 1029 printer. 

Afso, when t write software and run 
into difficulties. I wouid like to be able 
to print selected fines or groups of 
lines for later examination. 

t am at present unabie to do either 
of these, and any screen dump pro- 
grams previousfy published are only 
intended for use with graphics screens 
and are not really suitable, t do hope 
you wilt be able to help me with this 
problem , ^ 

The listing problem is the easiest 
one to answer - all you need to do is 
use the LIST "P:" command to list to 
the printer. Follow it with two optional 

Turn to Page 42 ► 
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line numbers: The starting line 
number for the listing and the last line 
number to print. If you on| V give one 
number you'll get a single line listed to 
the printer. 
For example: 

LIST P: ,100 

would list line 100 on the printer, 
while; 

LIST -P:-,500,10BG 

would list all the lines from number 
500 to 1000. 

There are two possible solutions to 
your other question. One is to print the 
answer to the printer instead of the 
screen - which will only work if you 
print the lines sequentially rather than 
using a lot of POSITION statements to 
move about the screen. My series on 
I/O channels gave some information 
on re-vectoring the screen output to 
the printer, but you will probably find 
it easier to alter your program slightly. 

Firstly you must remember to OPEN 
a channel to the printer at the start of 
your program, and CLOSE it again at 
the end. Assuming we will use chan- 



nel #1 for these examples, you would 

use: 



and 



open *l,a,0/P: 



CLOSE *1 



If you want to print lines on the prin- 
ter rather than the screen you should 
replace any PRINT or ? statements 
with PRINT #1. 

You could, for example, use the 
following routine. 



10 OPEN *1,M,'P: 

20 GRAPHICS 0:LIST ;IIST 

40 mjtfZOS 
50 GOSUB 1000 
6fl CLOSE #1 
70 END 

1000 REM PRINTOUT ROUTINE 
1010 fO* l»T1 TO \2 

1020 foit x= x 1 ro n 

1030 LOCATE X,r,CH 
'0^0 PRINT *1; CHHl(CM); 
1050 NEXT X 
1060 PRINT #1 
1070 NEXT f 
1030 RETURN 



Variables XI and X2 are used to 



specify the horizontal size of the text 
dump - use XI =0 and X2 39 for the 
full line width. Yl and Y2 perform the 
same task for the vertical axis - with 
Yl =0 and Y2 = 23 giving the full height 
of the screen. 

Don't forget that you must have 
issued a GRAPHICS command before 
LOCATE can work - so the routine 
won't function correctly without the 
GRAPHICS 0 command somewhere 
earlier in the program. 

You could have PEEKed the values 
of the characters directly from the 
screen ram but then you'd have to 
convert them back to standard Ascii 
codes before the printer would accept 
them - all of which would slow the 
routine down considerably. 

The only disadvantage with using 
LOCATE is that it will corrupt the cur- 
rent cursor position, so don't forget to 
reset it with the POSITION command 
before you print any more text to the 
screen. 

• ill be back next month with more 
answers to your technical queries, so 
keep them coming in. And how about 
all you new users who've just received 
an XE system for Christmas - what 
problems are you facing right now? 
Write in and let me know. 



L 




AT LAST!! Help is at hand with this new 
al 1 in one programme. 

C.A.B. - Cassette Adventure Breaker - is 
designed to display hints on the screen 
to assist you to conquer those obstacles 
you can't overcome. Sinply load CAB into 
your Atari before loading your 
adventure. Clues will then be displayed: 
verbs, nouns and locations but in such a 
way that it won't ruin your game - 
almost an adventure within itself !! 
And at an adventurous price of £4*99 
inc. p ft p it must be the ULTIMATE 
UTILITY. 

Make cheques payable to ELEKSOFT and 
send with your full postal address to 
ELEKSOFT, 15 THE FAIHWT, KIRBY MJXLDE, 

LEICESTER, LE9 9EU 
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lunclions. or b* us*<3 m Olrmr parallal convmuncalions, i v 10 sscond oornpuler (C29.95). 
Supert? value, widens yowr thoic* o' Primer. 

TASKMASTER Aulo convert <fG<j t tap*9 to menu disc with 
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owners. includM *K#mbler. editor 4 rrwnilo* lundionj. lor in -depth work beyond in* n**d» 
c-1 normal conv^rncm Comparabie with tape-'dHC uliaies casting much mori. 

RAMBIT II A cassette nieriac* iruil allows you Id Re -ecorc; your tapas to 
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16 The Gr&en 1 T hurl by, Bourne, Lines. PE10 0HB 
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GAMES of strategy have always 
intrigued the human mind, and this 
one - an advanced version of the old 
sliding block puzzle - certainly has 
you in all sorts of trouble 

After the title screen is displayed 
press Start to begin, The display will 
go blank, then a 5 x 5 colour grid will 
be drawn, giving you 24 coloured 
squares and one black one. 

The middle nine squares are 
surrounded by & white line - remem- 
ber that these are the important 
squares in the puzzle. In the bottom 
right corner of the screen a smaller 
nine square grid displays the pattern 
you are required to create. 

These small squares can't be 
moved, but you can move the large 
ones in Rubik cube style — after plug- 
ging a joystick into port one. It is pos- 
sible to move the blank square in four 
directions - up, down, left and right. 
When this is done the blank square 
will swap places with the square adja- 
cent to it, in the direction indicated by 
joystick movement The only require- 
ment for movement is that the blank 
square is in the direction of travel, 

At first the movement of the squares 
seems strange, but you will soon get 
used to it. Also note that it is possible 
to move all 24 coloured squares, and 
not just the middle nine. 

When you have got the nine large 
squares to match the small ones press 
the fire button; The program will then 
shuffle the colours of the squares for a 



9) 



j 



n 



new game. You will then be given 
your time and the number of moves 
you needed to finish the puzzle. 

Each time the puzzle is played the 
starting positions and colours of the 
large and small squares will be dif- 
ferent. 

«n 320 Main loop „ 

a « 1040 Set up s^" s ^res 
25"SM0 Movement of squares 



x,Y 
go 



PROGRAM VARIABLES 

Colours of the small nine squares. 
Colours of the large 25 squares. 
Best time so far 
Position of the black square. 
Comer of The black square, , 
Number of moves the player has taken 
so far. 



By MICHAEL 
O'CONNOR 



1 REM COLOUR PUZZLE 

2 REM BY MICHAEL 0 CONNOR 

3 m (c) ATARI USER MAGAZINE 

10 DIM PUZ(9),CGLC25) :BT1HE:1030:T:ME= 



20 GOSUB 6000:GR.APh:{S 10:GO=0:REM TIT 

LE SCREEN 

30 DATA 19,26,58,74,106,170,15 

40 RESTORE 30 

50 FOR T=0 TO 6: READ [ :P0KE 705*T,C:NE 

IT T 

55 REN SET UP RANDOM COLOURS 

60 M*4;C?*4:C3*4:tf*4:e5*4;C6«* 

70 FDR 7=1 TO 24 

80 Z=]NT(RND(0)*6)+1 

90 IF I"1 AND C1>fl THEN {1=C1-1;G0TQ 1 

60 

100 IF 1-2 AKt> C2>B THEN C2=C2-1:GO^0 
160 

110 IF Z=3 ANfr C3>0 THEN C3=C3-1:GOTQ 
160 

120 I F l-i AND- C4>0 THEN C4=C4-1:GOT0 
160 

130 If Z=5 AND C5>0 THEN C5=C5-1 :G0TQ 
160 

140 IF 2 = 6 ANC C6:>0 THEN C6 = C6-T:GOT0 
160 

150 GOTO B0 

160 COLfn = Z:NEXT 7; C □ L< 25 > : T IM= 1 
165 REM CRAW BOARD 

170 FDR K*| ^0 59 STEP 12: FOB T=1 TO 1 
70 STEP $4 

130 COLOR C0L(TIN):TIH=T1N+1 

190 FOR X1-X TO X+10:PLO T K1 , f : D RAU TO 



m,r+32:NEXT 11 

m NEXT Y;NEKT i(: COLOR 7 : PLOT 11,34:D 
R AUTO 47,34:0RAkT0 4?,l36:t)RAkfT0 11,13 
6:DRAUT0 11,34 

210 GOSUB 10&0:REH SET UP PUZZLE 
220 REM START 

23fl C0=25:X = a:Y = 137:POKi 19,0: POKE t9 
,0:POKE 20,0 

24fl POKE 77,0:S=STl[K(0):ST=STRIGf0);S 
OUND 1,1,1,1 

241 IF PEEK(5327?)=1 THEN 530 

250 POKE '77 ^ 0 : 1 F PEEK( 5 5279 3 = 6 THEN 20 

260 IF S T=0 THEN 500 

270 IF S«15 THEN 240 

280 G0=G<M:IF S=13 AND V>34 THEN LOCA 

TE X*3,¥-lB,Z:£fl=CM:G0SUB 2{)00:REM 0 

DUN 

290 IF S=14 ANfr T<127 THEN LOCATE X + 3, 

T*56,I:tl=Cl+1:60SUfi 300{J;REK UP 

300 IF S=7 AND X>10 THEN LOCATE X-5,l* 

5,2:C0=C0-5:GO$U0 4000;REM RIGHT 

310 IF $=11 AND X<48 THEN LOCATE XM5, 

Y+5,Z:Cfl={045:GOSUB 5000;REM LEFT 

520 GOTO 240 

499 REN flNlSHEfr 1 ? 

500 TI*| 

510 FOR Q=15 TO 39 STEP 12:FDR U- TO 
130 STEP 34: TI=ri+1 : LOCATE M,Z:IF Z 
<>PU2(TI) THEN POP : GOTO 270 
52fl NEXT U;NEXT ft 

55fl TINE = (PEEK(19)*25fi*PfEK(20n/5fl 
540 FOR A=0 TO 255 STEP 5;PQKE 711,255 
-A:SGUN& 0,A,S,10:SOUND 1 ,25 5 -A,10, 10 
550 Z=PEEK(705):FOR P=7fl5 TO 711: POKE 



P,PEEK(P*1>:NEXT P: POKE 712,2:NEXT A:S 
OUND 0,0,0,0:SOUND 1,0, 1,1 
560 GDSUB 600;REM GIVE TIME ETC*. 
590 GOTO 20 

600 GRAPHICS 0;PQ<E ?10,55:POKE 709,15 
:P0KE 712,U8:P0KE 752,1 
605 ? ;? :? :? 

610 ? Kill done!-you have cnnpLeted t 
he puzzle in ";T1ME;' seconds and 
";G0;" loves . 

620 FOR 6E=f TO 75«J:NEXT BE: IF TIME^BT 
1ME THEN BTIME=T1NE 
6Jfl RETURN 

999 REM PUZZLE 

1000 FOP N»1 TO 9:A=INT(PND(fl)*6) + 1:PLi 
Zifl) = A:\EXT I* 

1010 V=1:f0R N=63 TO 73 STEP 5:FQR H=T 

72 TO 184 STEP fi : COLOR PUZ<V) ; V=V*1 ; F0 

R N1=N TO N+3:PLGT Nl,H;DRAblTO N1,H*4 

1020 NEXT N1 

103ft NEXT M ^ NEXT N 

1040 RETURN 

1999 REM MOVEMENT 

2m REM DOWN 

2010 COLOR Z:F0ft X1=X TO PLOT XI, 
ViDRAyTO X1,T+32:SOUN0 0,X1 ,10, 10: NEXT 

XI 

2020 r=Y-34 

2B0 COLOR 0:FOR X 1 a x TD 1 6 : PLOT XI, 
V.nkUTd XT,T^32:S0UND fl,JM ,10,10:NEXT 
XI 

Turn to Page 44 ► 
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< From Page 43 

?0iQ RETURN 
3000 RE W UP 

3010 COLO* Z ; FOR Xt*X TO X+1fl:PL0T XI, 
v;DRAWT0 X 1 , Y *3 2 : SOUND B,X1 ,10,10: NEXT 
XI 

30?0 Y=Tf + S* 

3030 COLOR 0 : FOR X1=X TO X-H0:PLOT XI, 
Y : DRAUTO Xl,r4j2:SQUND M 1 , 1 0, 1 0: NEXT 

K1 

50iE RETURN 
H000 REM RIGHT 

4010 COLOR 2tF0R Xl«l TO K*1|:PLOT XI, 
r:ORAVT0 XI , Y+-32 :SOUNCi 0,X1 ,10,10: NEXT 
XI 

i050 COLOR 0; FOR X1=X TO X*10:PLOT XI, 
mum X1,V+52:S0UND 9,X1,10,10:NEXT 
XI 

WW RETURN 
5000 RE*1 LEFT 

501fl C0LQ« I: FOR X1=X TO X*10:PLOT XI, 
v^DRAWTO Xl,T^:SOUND 0,X1 ,10,10:NEXT 

XI 

5020 X=X+12 

5030 COLOR 0: FOR X1=X TO PLOT XI, 
Y:DfiftyTO Xt,M2:S0UNlr l,X1,1f,1lall£X1 
XI 

50i0 RETURN 

mi =E1 T FLE SCREEN 

6010 GRAPHICS 17 

6020 7 #6; COLOUR PUZZLE' 



6030 
6040 

6060 



6090 
4100 



*6 

■6;' 

#6 

#6 




6110 
6120 
613B 
6140 
6150 
6 HI 
6170 
61&0 
6190 
710 
6iB0 
i21& 
6220 



H 
#6 
#6;'" 
#6 

#6 
Hi' 
ft=0 



L^3] T iflH: ; TIME 
press start' 



POKE 7fl8,PEEK( ?0) r POKE 7H9^ A : POKE 
,255-PEEK(20):POKE 711,255-A 
A=A»1;IF A>255 THEN A=0 
IF PEEK(*3279>=6 THEN RETURN 
POKE 77,0:GOTO 6190 
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US GOLD e*** 

Ac* of Atsi 

Rebel Chaf^e 

Banl* Crwt*r , 

2il6 Bake* SMfl 

Broadsides - 

U S.A.A.F 

CampuWf Anbush 

Warsh* 

Carrier Force . 

ColomaJ Conquesl .... 

Wranfc Crown 

Battle ol Ankelam 

Kamlgrvppe- 

Prifitshop 

Graphics Disc I 

Graphics D>iC II 

Beer * Dropz^e + C.^rnn 6 OO 

Symmor Games 

Ar»* ClHMiM 7.K 

Raid Over Moscow ?.« 

Beach Head II ... 

L*adert»ar{l 7.K 

Firjld ^ Firs 

Vtainam 

Gaunllat « 95 

AlDBrnab Reality II 

PHaAlaSi* 

Getty ■ burg „,., , 

Panier Grenadier 

War Game Construction Set 

Mech Bngad* 

leaderboard TDurnamenr, * 99 
GauflHel Cheeper Dungwn 4 99 

War m Husii* 

ENGLISH SOFTWARE 
Smasti HUE Vol. 5 

6 

7 



Smash Hue- Vol 
Smash Hits Vol 
ACTIVISION 
GhostbusterE 
CODE. MASTERS 
BMX S«riulai>cn 



Ciss. 

n 95 

B 95 
Cm 
B 95 
ClH 
1 99 



Dlac 

■J 95 
?2 95 
22 95 
I1H 

25 95 
2595 

JS.95 
32 95 
i G Si-5 
?5 99 
25 99 
35 DO 
17 DO 
1 7.M 

1095 

11.96 
11 95 

11 95 
11.95 
1 1.95 
1 1JH 

1 1 9? 
IB 95 
16 95 
25 9i 
22 95 
M -r- 
£5 95 
699 
6 99 
25.45 
Disc 

12 95 
1 2 95 
1 2 95 

□ Ik 



MILES BEHER SOFTWARE 

221 Cannock Road, Chadsmoor, Cannock, 
Statls WS11 200, Tel: (05435) 79099 



Red Max , 1.99 

Transmitter 1.99 

DOM ARK Ca*» PI * e 

Living Daylights , 8.95 1295 

Trivial Pursuit , 13.95 16.95 

ELECTRIC DREAMS C«»- Disc 

SpinrjKuy , 8.95 12 95 

DIGITAL INTEGRATION Caai. Dl»c 

Fighter Pilot fl-95 10.95 

Tamahawh 6 95 12 95 

NQVAGEJN Ca«. Dfcit 

Mercenarv 7 B5 10 95 

Strcond Cny 5 35 B 95 

Mercenary Come. PacK 12 95 1 J 95 

DATAHYTL C*iS, D»C 

Sp^ V Spy II... . 7.50 12 59 

Graphics An Dept. (S.QG 

Ai»c 7.95 13.95 

Spy V Spy I 1*« 

Boulder Dash ConsHwoon Kii -B 95 1 2.95 
IMAGINE DC LAN C+M, Disc 

Artanotd 7.95 1196 

Graefl Berel 7.95 

INFOCOM teat. Di»c 

Sianon Fall 32.95 

Hitchhikers GiMie to the GJary ... 32.95 

LwAmg Hcwror 32 95 

ASTER TRONIC Can Dl-e 

On Cue S.W 

Storm 1 .99 

190 ..3.99 

Amaurott 2.» 

Unwersal Hero I.tt 

Kick 8Hfl t.99 

Last VB £.99 

Ninia i.99 

SWAT 1.99 

Motecole Man 1.99 

Crystal Ftatdera ,,199 

Cm* 1** 1.99 

Mutant Cannjl* 1.99 

Frensis 1 99 

Hower Bewwer 1 99 

RAiN BIRO' FIRE BIRD Cats Dl»c 

Knight Ore B 95 12 95 



JeweHs of Darkness 

Gurtd of Thieves , 

Silicon Dream 

The Pawn 

GREMLIN GRAPHICS 
Bas4 the Mouse Deiecfeve .. 

Trai Biaier 

Footballer ol tfie Year 

SYSTEM 3 

International KefaM 

SEGA 

Zajuion + Pooyan 

TYNE-SOFT 

Who Dares Wirls H 

Rally Sp«e<f*ay POM only 

Mhim Force , 

DATABASE 

Mini priico II 

MICRO PROSE 

Silent Sarnies 

F 1 5 Strike Eagle ,.....„ , 

Solo FI19M II 

Contlid ifl Vietnam 

C O S. SOfTWARE 

Brian GtougUis Footbal 

Collg$iJ4 Chess IV 

ORIGIN 

Autoduel 

Ogre 

Ultima III 

Ultima IV 



. . 12.95 



Caaa, 

I 55 
.7.95 
. . 8 95 
Ceaa. 

5 50 
Ca*a. 

9 95 
Cb*i, 
.6 95 



6 95 
Cass. 

Caaa 

895 

... 8 95 

a 96 
.. 13 95 
Cat*. 
12,95 
.8.95 
Cuu. 



12.85 
16.95 
12.95 
16.95 
Dlic 
12.96 
11.95 
13.95 
Disc 
10.95 
Mh 
9.95 
pise 
B 95 
6 95 
B 95 
Disc 

15 50 
rji*c 
10.95 
irj g 6 
10.95 

16 95 
DI*o 
16.95 
13 95 

Disc 
IT 95 
16 95 
16 95 
16 95 



ATARI SOFTWARE Dlac 

PAllepede (Roml 12 95 

Defender.. ...(Rom) 9 95 

Donkey Kong Jnr <Rom> 12 95 

JBUCI <Rom r 6 95 



Star Raiders H 



(Diskli 12 95 



RED HAT SOFTWARE Cass. Olsc 

Speedrun . 6 95 4 95 

Lirtle OevHa « 95 8 95 

Night hbin-!. ...6 95 B95 

Gompdtalion 1 6 95 9 95 

Comptotion 3 e 95 6 95 

Asiro Droid 6 95 B 95 

Soaca LobsCrw 6 95 B.95 




Sprang 6.95 B 95 

CrumWa* Crisis 6.95 H 95 

Screaming Wi*g) 6.95 B 95 

SUBLOGIC 

Fkghi Simulator II 39 95 

San Francisco 21 95 

Jap*n 2195 

BUDGET TITLES 

Cais Disc 

Soccer 1 99 

Colony 1.99 

War Hawk 199 

Football Manager 3 99 

Master Chest 1.99 

Micro fihylhm 1 99 



HARDWARE 
System C9S.00 
Nintendo System C95.0Q 
Aua 530ST FM t260 
Epson LX300 E249 » 
Ferguaon CM605 MgnitDrTV E2W.Q0 
XC12 ca^eite unit « Trail Blazer 
13GXE Computer p&fr incl Computer XC12 
sollware & |oystic>: £135.00 
CX77 Touct. Tawel M9.90 

PHONE FOR LATEST 
St PRICES 

For lull M*i ol ST 
Sorturste aee our edwl l» 
the Atari ST Uset 



Al pHcts an c<xtnI *i lime ol pung H r««- 

Plf ■« add E1 ptt H«n *w dwihh ordera 
Pl#jW nafcE Clwqu<i e- Pfittfll Orrjf^ pjyait Id: 

MILES BETTER SOFTWARE" 
or *rr*ie ti" ccinp'*nerii¥B itoc^ fcj." lor 
Atari and ST H*tv*if » hardwirr 



AMI F 
STOCKS 
LAST 
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Utility t- 




t. 



THE two main features people notice 
first about Atari computers are their 
sound arid graphic capabilities. Even 
though internally generated com- 
puter music can sound superb, you 
can never get a micro to create accu- 
rately the sound of your favourite 
rock mega star. 

But with this fun and very easy-to- 
use program you can put your own 
pop, rock or classical music tapes in 
any Atari tape recorder and hear the 
music through the TV speaker 

The program also controls the 
movement of five vertical bouncing 
bars - which simulate the peak scan 
on a hi-fi - in time with the music. 

Type in the program - remem bering 
to check it using Get it Right! - then 
save a copy to tape or dfsc. To use it, 
all you have to do is press Reset r place 
the music cassette of your choice into 
the tape recorder and press play. 

Now run the program: The main 
screen is drawn and then the tape 



Tp| T T H f 
MUc 




CRAIG SMITH and MARK HARRIS 
scan the channels to give some 
amazing rhythmical displays 



motor is turned on by the command 
POKE 54018,52. Music will now come 
through the micro to the TV speaker. 

The program looks at 16 locations 
between lines 53775 to 54015 to see if 
a value of 239 is found - this figure is 
present if a sound of a strong enough 
level exists. These are then used to 
control the movement of the bars up 



and down the screen, so the louder 
the music the more the bars beat to 
the music. 

The routine can be easily modified 
to create other interesting effects such 
as flashing lights or drawing graphical 
designs in time with the music. So Roll 
over Beethoven - let's have some 
music. 



1 REN GRAPHIC EQUALISER 

2 HEM (tJAIARI USER 

3 RFM C , SMITH ANfr fl. HARRIS 

4 GG^UB lbHe:RFh DBAU LINES 

10 ? CHSSC125) :AEM CLE Oft SCQEf N 
15 f CHftS :ftE« BLEEP 

17 POKE 78?,i!»EH CHARACTER BRIGHTNESS 
LEVEL 

20 POKE 710,8 iREH SCREEN COLOURS 

25 PONE ?52pUft£N -BEHOVE CURSOR 

15 LET Ll-i:LJ=i:L3=i;L4^i:LS^e;L5=8:L 

7-0! DIN TiStSS) r T2Sf5Sl p T35C6Bl,T4S£65 

17 REM i ■ n MfcPIflHJ J1! mmm: 
40 II ■IlI'lHHI— I 



230 

300^350 
^00^650 

T5 *M550 



Set up varies Wn 



GRAPHIC 



»:T3^''KHH3-T4s='mam 
s s = 'fowmw ■ 

S3 POSITION U,tj? TlS 
53 Ll-LI+1 

S* IF L1-2S THEN GOTO 64 
56 GOTO 50 

OS POSITION L2 P I;? T25 
62 L2=U+1 

64 IF L2-iS THEN tOTG 70 
66 GOTO 60 

7fi POSITION LJ,8:7 TlS 
72 LJ=LJ+1 

74 IF LJ=5 THEN €0T0 80 
76 GOTO 70 



69 PDSITfOM OA42? I MPOSITION J?, L5 

H L4=L4+1:L5^L5+1 

108 IF L4-22 THEN GOTO 128 

110 GOTO 88 

12B POSITION L6,2Li? T4J 
125 L*=Ll+l 

130 If L6-26 THEN GOTO 150 
115 GOTO ill 

15i POSITION L7,2l:? T5S 
155 L7=L7tl 

168 IF L7-2 THEN GOTO 208 



155 GOTG 158 

7.98 POSITION 1,1:* T'MPOSITION i8.lt' 

■■Imposition 1,28;? -vmposition 
•it 

218 POSITION 5,1:? "r-T: POSITION 12,1 
If "n": POSITION l?,Ii? "i— i":P05lTfO 
N 26,31? "r-l": POSITION J3.J:* "r-l" 
220 POSITION 5,16:? "I— I": POSITION 12, 

16 . ? imposition n,ie;? "^J":pesi 

TI0N 16,10:? 

■ 

Turn to Page 4€ ► 



February 1988 Atari User 45 



From Page 45 

238 POSITION IS, 112? 111 

740 FOR F-4 TO 17 (POSITION 5,Fi ? "| M lP 

OSITION 7,F:* "IMPOSITION 12^:7 

position 14, r "J" 

250 POSITION 15,Fi 7 " |" S POSITION 21 r F: 
? "['^POSITION 26,f:? tPOSITIQ* IS, 
F:7 "IMPOSITION J3 r f:? "I* 1 
26* POSITION J5,FS? "I 1 "! NEKT f 

POSITION 4,2:? "168Hz";P0SITION 11 
,2:? HI 50OH2" ; POSITION 10,2:? MKHz":PO 
SITIQN 25,2^ "5KKZ" 
?BS P0S1TIHN JI. Z:? "IflKHZ" 
290 POKE 54810,52 :RfN E*A0LE DiTft RECO 
till 

Sett REM SET GOfD VALUE '5 
U8 &iHl:7fle:BiHa-750:|UHJ=33e 
320 B2tfi-B58:B2rt2- , *S8 :B2H3-S58 
138 BIHizieO* I B3H2=iBS»: 03H3-11B8 
348 MNirU^i B4H2-i2*03fi4H3;i258 
350 BSM1- 1398 :U5M2=i358:B5M3 -1488 
408 REM DETECT MUSIC BEATS 
588 IF PEEK CS577SJ =2 19 THEN GOTO HI HI 
Sit IF PEEK I5*m) =219 THEN GOTO B1H2 
520 IF PEEK £538871=239 THE* GOTO BIHJ 
518 IF f>EEKCS;8?3}=239 THEN £OT0 B2H1 
548 IF PEEK [538391=239 THEN GOTO B2H2 
558 IF PEEK (538553 =23? THEN GOTO B2H3 
568 IF PEEK (53071! =239 THEN GOTO BJH1 
578 IF PEEK (53*8 7) -239 THEN GOTO 83H2 
588 IF PEEK(5398Ji=239 THEN GQT8 03H3 
598 IF PtEK CSTJ J5) 239 THEN G0T8 04 HI 
68* IF PEEK (57951) =£17 THEN G0T8 04H2 
618 IF PEEK(53967)=21? THEN GOTO 04H3 
628 IF PEEK(5I983)=«9 THEN GOTO 85H1 
638 IF (519993=219 THEN GOTO |5H2 

648 IF PEEK (54115) =219 THEN GOTO B5H3 
6SB POKE 77, 8: GOTO 588 

7B« rem inranFinaw 

711 FOR L=17 TO 12 &TEP -IE POSITION 6, 
LIT "t": COLOR 3 3 NEKT L 
720 FOR L=I2 TO 17:P05ITION 6,L!7 " "! 
NEKT L 

718 GOTO 588 
758 flEH [J - 



AR 1 ftL TITUt'E 2 



768 FOR L=17 TO 8 STEP -1: POSITION 6,1 
17 "f"JNEKT L 

778 FOR L=* TO I7:P05ITION 6,1:? « *<:N 
ENT L 

788 GOTO 588 

888 SEW £L» Mining 

918 FOR L=17 TO A STEP -i:P8SITIQN 0,1 
H - 1":NE*fT L 

82* FOB 1=0 TO 17:P0SITMH 4,U? " ,J !N 
EKT L 

838 GOTO 588 

850 sen ttMWMtmzw i 

068 FOR 1=17 TO 12 STEP -IMPOSITION 13 
,11? '*! ' : NEXT L 

878 FON 1=11 TO 17:P0SITION 13,1;? 11 H 

: NEKT L 

888 £0TO 588 

m EE M JIMJIRPJ'I* 

918 FOR L=17 TO 0 STEP -i:P8SITlON 13, 
Li? "ff'rNEKT L 

?2ft FOR i=8 TO 17JP85ITI0N 13.L:? " 
NEUT L 

918 bOTfl 588 

958 fiEH JXMWJSSIMWi 

568 FBB L=17 TO i STEP -^POSITION 13, 
L:f "fr 1 : NEXT L 

578 FOR 1=4 TO 17:P05ITION 13 P L:? " "i 
NEHT L 

9 Bfi GOTO 50i 

1988 REM iif-M«limri.TM 

1010 FOR 1-17 TB 12 STEP -UPOSITION 2 
6,LJ? 'l-'lNEXT L - 

1826 FOff U12 TO 17: POSITION 20,1 r? " 

"ENENT l 

1830 GOTO 588 

1850 REM 'J;lJfcfc1M M1|»l*j 

I860 FOR L = l? TO 8 5TF.P ljPOSniON 20 
,117 'VjNEMT L 

1870 FOR 1=0 TO 17:P0SITI0N 20,1'? " " 

! NEXT 1 

1088 GOTO 586 

Hoe rem ijamttniidrhimi 

U16 FOR L:i7 TO 4 STEP - 1 1 POSITION 20 
,12* 'f'iNEXT L 

1120 FOR 1=4 TO 17:POSITION 2B,U? ■■ « 
: NEKT L 
1130 GOTO 508 



AR 4 ALinuce : 



1150 REH J 
1160 FOR 1=17 TO 12 STEP -1:P05ITI0N I 
7,L!? "f ' H ' L 

1178 FOR L=12 10 l7iP05ITIOH 17,1:? " 
" ! NEKT 1 
1188 GOTO 500 

1208 REFt .rvmwMi wuw 

1216 FOP L=17 TO B STEP -1 : POSITION 27 
,1J? I NEXT 1 

1220 FOR L = 8 TO IMPOSITION 27,11? " " 

:NEHT L 

1238 GOTO 566 

1750 REH kEi;g».iii«rra« 

1260 FOR L-4f T8 A STEP 1: POSITION 27 
j 1 2 7 r » !NEXT L 

12?8 FOR 1=4 TO 17EP0SITI8N 27,1!? " " 

: NEXT 1 

1200 &QTO 500 

1308 sen ^mBEmmm 

1118 F8R L=17 TO 12 STEP -ltPOSITION 3 
#A?T "■":N£KT L 

1IZ8 F8R 1=12 TO 17:PO5ITI0N 34,1"? " 

":NEKT L 

13 38 G6T0 500 

USB rem 33HKKOnB 

1366 F0fl"L=17 TO 8 STEP -ij POSITION 14 
,LI? "t'EHEHT 1 

1376 FOR L=8 10 17;P0SIT30N J4,l3? " " 

:NEHT L 

13B0 GOTO 500 

UO0 rem raargmifirami 

14J0 FOR L=17 TO 4 STEP -1: POSITION 34 
,L:7 W'^EXT L 

1420 FOR L=4 TO 171P0SITION 34>lE? " u 

:NEXr 1 

1438 GOTO 500 

1458 REN SET UP SCREEN 

isee FOR X=f TO 54: REAP OEPOKE 1536+*, 

P : NEKT H 

1518 DflTJ 16,16.30.66,255.255,8.2,8.2. 

0,2,0,2,8,2,8,2,8,2,6,2,0,2,8,2 

1528 PATR 0,2,8,2,8,2,6,2,1,2,0,2,8,2, 

0j2,S,2i8r2 P 8rZ;8,2 r 9j2r65,8,6 

1530 POKE 1536+4 r PEEK£B01iPOKE 153645, 

peek tm 

1546 POKE 566,6: ROK£ 5&1,6 
1558 RETURN 
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Feature! 



Van Goqf\ junior 



RECENTLY my young brother has 
decided that he wants to be another 
Van Gogh: He uses my commercial 
art packages all the time to draw his 
masterpieces, out has problems with 
the complex range of commands 
designed for older age groups. 

We looked around for a package 
aimed at young children but couldn't 
find any, so we created Child Artist. It 
is designed to be simple and easy to 
use for children of any age -providing 
they are old enough to be using a 
computer in the first place. 

It's a four colour art program and 
nearly all the drawing options can be 
used by just pressing the function 
keys and moving the joystick, 
although some keyboard input is 
needed, 

Figure I shows the drawing options 
available by pressing the function 
keys while Figure II shows the keys 
used to scroll through the available 
colours - the defaults are red, white, 
blue and green. 

Once the program has initialised 
you are presented with a blank 
graphics Mode 2 screen with a trian- 
gular cursor at the top left. This is joy- 
stick controlled and can have a variety 
of shapes and colours which you can 
use to design any pictures you want 
by just moving the cursor around the 
screen and pressing the fire button to . 
leave the shape. 

Pictures can be saved on disc and 



MATTHEW AUG IE R 

presents a fun 
art package 
for youngsters 



each one only takes up two sectors, 
containing the screen information 
followed by ( the colour register infor- 
mation -708 to 71 1 - and the colour of 
the cursor - 704. A picture can have a 
filename of eight characters and the 
program automatically adds the 
extender of .CPC to the name. 

It is important to note that before a 
file can be loaded the cursor must be 
positioned at the top of the screen. 
This prevents the accidental erasure of 
a drawing by loading a file on top of it. 

The program's player missile 
graphics are written in machine code 
so that movement is smooth and easy 
to see. The data for the shape of the 
cursor can be easily changed, so you 
can have hours of fun creating your 
own designs. Break has been disabled 
so you can't accidently lose your pic- 
ture, and the attract mode has been 
switched off. 




Key 


Function 


Start 

Start + Select 
Start + Opt ion 
Sta rt+Se lect + Opti o i> 


Alters colours using the keys in 
Figure II. Spacebar exits this 
mode 

Saves picture 
Loads picture 

Clears screen 



Colour 
Luminance up * 
Luminance down * 
Escape 

Spacebar 



12 34 
Q E T U 
A D G J 

Makes the cursor invisible. 
Spacebar brings it back. 
Allows you to alter the shape and 
colour of the cursor by moving the 
joystick - pressing the spacebar 
again exits this mode. 



* These keys scroti through the brightness 
level of the corresponding colour. 



Figure t: Options available 



Figure fi: Keyboard controls 



10 reh Tm*)iwMW»M»JtMw«ttimmm 


128 POKE 784 r C0L CCD IPQKE 764,255;* B6 


CLEAR SCREEN 


18 REH ■ CHILD ARTIST * 


.thfiS U25J 


288 IF STRIGHJia THEN GO I LIB 3 >* 


18 REH * fir * 


138 S-STICK tfl) ! IF PEEK (7641 =53 THEM GO 


111 IF 5= if THEN 118 


48 REH # MATTHEW AJGIER * 


SUB 378;GOT0 118 


228 FOR P0~1 TO J :S0li«D 1 , X+Tf/2 P 18 , 15- 


58 REH * * 


148 POKE 16, 54 3 POKE SS774, 84: POKE 77,8 


fP8*5JiiEKT P0 


frO REH * fc J A [ AMI USER * 


;P0tiE b*4,8:HI)Kt 7fl2,M 


218 IF 1=11 AND J048 THEN COSUB 1828 :G 


78 BEN KM K If M B B W MIHj B y MiHt MB K B 


158 IF PE£K(764>=25 THEH POKE 794,8 


oto us 


m GRAPHICS 7IB, HJ.POKt 7H1 


188 IF P£EKC*imj=8 THEN GOSUft 18S8:R 


248 IF 5=7 auu M<288 THEN GfJSUfi 1848 ! & 


i 14; POKE 780,57^05118 1588 


EH CHANGE. COLOUR 


8TC 118 


St> POKE 711 , 1&7 : &IH COLU) :C0Ltl) -55:C 


178 IF PEEKt5327?3 THEH G0SU8 1250 : R 


25* IF 5=14 MR Y>15 TttEH G0SU& 1850 : & 


QL(2>=12;C0Lm=117jC0l. UJsllSiCMittL 


EH LOAD SCREEH 




=1 !CD=JZ 


188 IF PEEK{53Z7H=4 THEM GOMJB 1J60:R 




106 DIH LIS (If r RMC20) , FL S £2 6 J 


EH SAVE SCR EE H 


Turn to Page 48 >■ 


118 hQMin : GO Mi B 344 : G0MJI5 338 


1*8 If PEEKCSJZ7tJ=* THEH ? fl6;"N":REH 





i_ 
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4 From Page 4 7 
OTC 13 0 

269 IF 5=13 AND YQ93 THEN 1068: 
271 com 136 

268 OEM PRINT SHAPE OH SCfiEEH 
230 M=(X-461/8; Y1=CY-15)^0 

let rr cr-22 them color 8 s plot ki,Vi;C 

13TQ 139 
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1U C&LOfi CR*CO:P10T K1 F ¥1 
120 RETJflN 

33S REH PLftVEB MISSILE 

349 ggsub e?e 

1S8 E=U^R{ft,B,C+V r D) :POKE 5324e,«:RETO 
RN 

REH CHANGE SHAPE 
J7& POKE 764,255 

SSu S=5IICKt« !IF PEEKi?6<i=33 THEN PO 
KE 764 P aSS : RE TURN 
338 IF S£i5 THEN 381 

4G8 FOR PO = l TO J!StWH& 1 ,299 , 19 , 18 : NE 
XT P0 jrHJMD l,E),8,e 

419 IF 5=7 THEN CR=C»+\lIF Cfi=23 THEN 
Cfl=l 

428 IF S-ll THEM CR = Cft-l:IF tB=9 TMH 

cr=z; 

438 LTSrCHfiSKRJ IC0SU8 i88«:GD5U* 348 r 

REM UX CHPS t REDEFINE PM 

449 IF 5=7 £)ft 5 = 11 THEN 388 

4S8 IF 5-14 THEN €L=CLU:IF CL>4 THEM 

DL'I 

4&8 IF 5=13 THEN CL=CL-i!lF CL=9 THEN 
Cl=4 

47» POKE 794,C0L(CLJ 
489 IF CL"1 THEM C&=12 
438 IF CL=Z THEM C&=8 
589 If CL=3 THEN C&"160 
M8 IF CL=4 THEN C&=ilS 
529 i.O ' u i08 

5^9 REM REftEFlME CHRS SET 
549 CH' (PEEK US6J--8) #256 :CrtORS=<P£ElU7 
5&)*2S6) :FOR 1=1 TO 511:50UMD 8, I/*. 19 
,lft:POKE CH*I,PEEK(CH0R6*IJ :NEKT I 

559 FOR CHR=1 TO 22: FOR ^=9 TO 7 ^SOUNO 

560 POKE 16J&4JP0KE 53774,64 

579 RE AO HUM : POKE CH*CHB*8*V , HUH: NEHT 
y:NEHT CHR 

53* POKE 75fi,CH/256lLTl= "p":SOLN& 8,e, 
8 r 8 

iff at TUHH 

608 rem para for chr$ 

blO DATA 1,3,7/15,31,63,127,255 

628 DOTft 255^54,252,248,248,224, 192,1 

23 

639 &ATA 129^^,224,248,248,252,254,2 

55 

648 RATA 255,127,63,11,15,7,3, 1 

650 DATA 255,255,255, 255, 255,255, 25S, 2 

55 

668 DATA 15,15,15,15,15,15,15,15 

678 DATA 248 , Z46, Z4i, 249 , 248 , 246 , 24^ 2 

40 

668 DATA 8,9,8,6,255,255,255,255 

6?9 DATA 255, 255,255,255,9,8, 8, 0 

788 PATA 255, 231,135,12*, 125, 1?5, 231, 2 

55 

718 DATA fl j 24 j 60, 126, 126,66, 24,9 

728 DATA 24,68,126,255,255,126.68,24 

719 DATA 178,85,176,85,178,85, i?8, 85 
748 9 AT A 3,15,31,63,127,127,255,255 
759 DATA 132, 249, Z<6, 252, 254 ,254 ,255 ,2 
55 

769 DATA 255, 255,254, 254, 252, 24^,249, 1 
32 



779 DATA 255,255,127,127,61,31,15,3 

789 DATA 252. 248,224,132 ,128,129, &, 8 

738 DATA 63,15,7,3,1,1,6,8 

988 DATA 8,0, 129, 128, 132, 224 ,24«, 252 

819 PAT A 8.0,1,1,3,7,15,63 

828 DATA 255, 125 , 12? , 12? , 123 , 123, 129, 2 

55 

838 REM PLAYER MISSILE GRAPHICS 
948 G05UB 388 

B58 TEMP=PEEK£186)-6:PH$ASE=256*TfNP:M 
=48iV=15 

368 POKE 16 r 64:P8KE 53774,64 

678 il-USfi CADN CPOK$) ,54273, IE* , 553,46, 

51277,3, 53246, X, 784, 216 J 

8&9 POKE PHfiASE+512,8lD=USS£A!>R(M0US) J 

PHeflSE*512 , PMBA5E+513 , 128) 

S3fl A (SDRtMOySl : 6=ADfl £PLA¥E!?5) :C=PHBA5 

E4-512:D = ld:P0KE 625^:Bt'UPN 

589 RE ^ TOP F 310:D1H P0K5C251 :FOfl L=l T 

0 25 ; READ N:POK5lL ,Ll = CMftS«IJ SltNT L 

318 DATA 104,74,178,168,8,184,111.255, 

194,111,254,184,240,4,288,145,254,116, 

1*4,145,254,292,288,237,36 

329 RESTORE 9381DIM MOOS 133) If OR L=l T 

0 13! READ N ! MVS U.L)=CHA$tNl: NEHT L 

530 DATA 104, 104, 131,215,184,13 3, 214, 1 

84, 133, 217, 184, 133 ,216, 104,133,216, 164 

,178,160,8,177,214,145,216,208,208,4 

34G DATA 230,215,216,217,282,280,242,1 

36,210,16,216,36 

356 REST6RE 368.&IN HOWU5 (47J : FOR L=l 
TO 471 READ N : WGULIS (L , LJ =CHflS ENT : NEXT L 
969 DATA 104,184,133,255,104,113,254,1 
64,133,253,194,133,252,104,178,24,181, 
255,133,255,136,24,181,253,113,253 
57* DATA 184,169,177,254,145,252,136,1 
52,255,280,2*7,138,253,136,255,282,224 
,255,200,238,36 

568 DIM PLAYERS (Id) :&OSU0 1068:RETLR« 
338 REH 8EFINE PM 

1098 PLAVERSU,l)= h, * ,, JPLAYER5tlB r 18): 11 
r t 

1818 FOR »=8 TO 7: PLAYER! TR*2 , 0+2) -CHR 
SCPEEKCCHMASCtLTSn*8+Cf)J :»EKT »:RETU 
DM 

1020 FOR T=8 TO 7 : XiK-l : tOSUB 338 : NEKT 

T:0E TURN 
103& REM MOVE PM GRAPHICS 
1640 FOR T = 8 TO 7 3 «=K* 1 : UOSUB J38:JIEKT 

T: RETURN 

ieS8 FOR T=* TO 7: Y=y-1I605UB J39:KEXT 
TSRETUft* 

1B68 FOR T=6 TO 7 : Y=Y+1 : G0SU6 338 ! NEXT 

T: RETURN 
1878 REM CHANGE COLOUR 
i*fl8 POKE 764,255 
1036 A-PEEKE7G4) 
1188 POKE 16, 54 J POKE 53774,64 
1110 IF A=33 THEM POKE 764,255:GOT0 12 
26 

1120 IF A-255 THEN 1990 

1110 IF A: 47 AND PEEK (703J <2S5 THEN PO 

KE 793, PEEK 17831*1: POKE 764,255 

1140 IF A=63 AND PEEK 1 7*31 ) 2 THEN POKE 

793, PEEK C799) IjPOKE 764,255 
1159 IF A=4Z (Mb PEEK (710) ^255 THEN PO 
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Kf 71< p PEH(71B)tl:H0KF 764,255 

1164 If A =58 AND PEEK(71B))2 THEN POKE 

71fl,Pee*<7i&)-l:PQKE 761,255 
11 ?B If A-4S AND PE£Kf711I{255 THEM PO 
KE 711,PEEKC7iiJU:P0J(E 764,255 
116t IF A=6l fkHt, PEEXt7ill>2 THEM POKE 

7U P PEcK(71i)l:P0KE 764,255 
liM IF Aril AM PEEK (799X255 THEN PO 
KE 7*fl,PEEM(?fta] MiPOKE 764,255 
12f6 If A = l AMD PEEKl7flam THEN POKE 
798 ( fEE«(7IS)1^0« 764,195 
1218 tOIO 10?8 

122* FOR a=I TO 4iC0LtffJ -PEEJ( 1 ?#7*Q)-J 
IKEKI Q:POKE 794 t COL[CLJ 
llli RETURN 
U46 HE h LOAD 
1258 GOSLtB 1121 

1260 POSITION 8,0:? t*6;"l BflME ; 

"E605U1 14 38 
1270 TftflP 131fl:0PfN m, 4,^,^lS 
1280 FOR Ol^fl TO 11:F0R D2-0 to 13JGET 

01, A : COLOR fl;Pl<JT Q7.A1 jNEXI 02 : NEMT 
01 

12 ?e FOR 1=70* TO 711! GET HI, 02: POKE T 
.02; NEXT r : £t T Bl, 02: POKE 7*4,92 
1100 CL05E ttl:<0*U8 1220rRETURN 
1110 TRAP DFF:(0SUB 1 Jifl : ft£ lUffH 



ISH Fflfi 0P = 1 TO ?S: LOCATE 0** ~ 1 * 8 j fM:R 

H(OP] /K:N€«T OP:£DTO 1J4G 

LH0 FOR 0P=1 TO 28:C0LGR RH(OP) :PLOT 



Thtll I* one of hundrsdi of 
programs now avail ibl« 
FREE for downloading on 

mkrotiok 



0P-l t B:NEWT OP 

tJ40 POKE i6,64:P01E 5*774, &*: RET UAH 
1150 REH SAVE 
ilfcO £05UQ 1320 

1I70 POSITION 0.0! * BG j "S3 NAME: 
":GO^UB 143e:Ca5U& 1338 
OPE* JU>8,G,FL£ 
mo FOR 81i0 10 ll: FOR 82=* TO LJ:L0C 
ATE OZ.QlrOSrPUT Jli QJ HEXT 02:NEKT Qi 
11*8 FOR T-78B TO 7il:PUT »l,PEEK(l):N 
EHT T:PUT HI , PEEK ( 704J 
1410 CLOSE OlJRETURH 
1420 REM 6£T FILE NAM 
14J0 CLOSE B1:*PE# fll ,4,0, "K : " :P0=7 
1440 GET A 1 , K L . IF KL=27 THEN POP :POP 
: G85UB 1 £3* i GOTO 13* 



1450 POKE 16 J 64;POKE 53774 , 64 I POKE 694 

,8 I POKE 702.64 

1460 IF KL=I55 THEN 152* 

14/fl IF HLH26 ABC P0>? THE* PQipG-i^P 

05ITION P0 P 8:? ":GOT0 1«0 

148* IF P0>14 THE* 1440 

149% IF KL<65 OR RDM THEN 1440 

1500 P*5IfIB« P0,0^ lt6:CHfti(KL) :P0=P0 

U 

1518 GOT* 1448 

1528 L0OP=6:FL*="*: M 

1530 L00P-LO0P*l:L8CATE LftflP,B f LT: IF L 
T=J2 THEN 1550 

1540 FLStL0*P-4 P LO0P-4)=CH*5CLT) :G0T0 
1550 

155* FLSCLO0P-4,LO8P-iJi",CPC" 

156* CLtSC flJifOKE l* r 64:P0KE 537 74,64 

: RETURN 

1578 REN TITLE PAGE 

15*0 POSITION 5,*;? It*: "Q J *} fl 3" : POK 

E 16, 64 i POKE 53774,64 

1598 POSITION 4,2! ? B*;"E E 0 0 B fr' 

1680 POSITION 8,4:? Nb;"i f» 

1610 POSITION 3,6! 7 «6;"H I t t h # 

1620 POSITION 4,8:'' !§("* U § i t f" 

1630 POSITION 4 r ll:? B6; 1I PLEASC HAIT' 
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SUNARO SOFTWARE (AU) | 
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ARE YOU MISSING OUT? 

You Vc got lots of questions abnu: v^ut ctmipuser but dtm'1 
know who to ask' We do! You're nol sure which software is best 
for your application ! We do" You'd like lo keep up to date wilh 
new releases and be sure they are a good buy, but who's going in 
tell you'> We will' You would love to get to know other Alari 
enthusiasts, but you don't know how! We do! You want to gel 
some of that Public Domain* software you've heard about, but 
where from? We know! You don't want to feel like you're the 
only Atari owner in the world, but where can you turn loo! Well, 
we can help! Great, but who are you?? 

We are the largest (and oldest | Atari Computer Owners Club 
in the U-K- For just £5.00 per year you get help, assistance, hints, 
tips, friends, pen pals, access to PD software, up to date 
information, games, utilities, hardware projects, software 
reviews, programming tutorials, and a glossy club magazine 
every quarter. 

A club magazine as well!! One of those photocopied things 
that is unreadable, eh! Well no, it's professionally produced, just 
like Ibis magazine you're reading. It's called MONITOR, you may 
have heard of it?'Yes, friends of mine have read it and say ll's 
great! How do J join the club and gel my copy of MONITOR? 
Easy just send a cheque or postal order for £5.00 lo the address 
below requesting a four Issue subscription. Overseas 
membership is £8.00 (surface) or £12.00 (Airmail > 

You won't be disappointed!? 



The U.K. Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, SS6 8LR 

Independent User Group 
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NOW FT BUSINESS 
REPORTS GO ON LINE 



THE Financial Times Business 
Reports database is now part 
of Profile Information - the 
online service formerly known 
as Datasolve International - 
which is obtainable through 
MicroLink. It is the first venture 
between Profile and its new 



It's the 
Tory line 

TORY politicians and party 
workers ail over the country 
are being urged to join 
Microti nk 

The Conservative Com- 
puter forum, an organis- 
ation formed JO years ago 
to promote computing 
among party members, is 
behind the campaign. 

Committee member 
Warwick Chiids said: "Per- 
haps the greatest potential 
a computer can offer - elec- 
tronic communications - 
has up to now been sadly 
neglected in the Conserva- 
tive Party, in this respect we 
are well behind the other 
main political parties. 

"At present we have 
something approaching 
200 CCF members - think 
what an advantage it would 
be if they were able to 
provide a nation-wide elec- 
tronic mail network for the 
benefit of their con- 
stituencies. 

"These people are our 
prime targets for linking 
together electronically. 
Eventually we hope to see 
alt constituencies, MPs, 
party officials and offices on 
the MicroLink system". 



owner, The Financial Times, 
which recently acquired the 
company from Datasolve for 
£10 million. 

Based on the highly- 
regarded FT newsletter 
service, the new database 
provides the full text of 22 
regular newsletters covering 
technology, business, finance, 
media and energy. 

Profile is best known to 
MicroLink subscribers for its 
World Reporter database 
containing the complete text 
of more than 25 worldwide 
newspapers, periodicals and 
news services. 

As. well as the world's lead- 
ing business newspapers - 



the Financial Times and the 
Wall Street Journal - Profile 
also offers publications such 
as the Washington Post, the 
Guardian and the Daily and 
Sunday Telegraph. 

Several major international 
news services such as Associ- 
ated Press and Asahi are 
included, along with a wide 
range of authoritative sources 
on international politics, busi- 
ness, markets and finance. 

Profile also offers access to 
McCarthy Online, which con- 
tains full text articles selected 
for their relevance to busi- 
ness and commerce from 
more than 60 of the- worlds 
top business publications. 



Software speed-up 



IT's now quicker and easier to 
use the massive MicroLink lib- 
rary of free computer software. 

With the number of titles 
available for downloading fast 
approaching the 600 mark, 
subscribers were in danger of 
experiencing difficulty locating 
specific programs. As a result 



MicroLink has completely 
redesigned the telesoftware 
database to speed up the 
process of selection, 

Users can now choose from 
a menu a complete database 
of program titles suitable for 
their own particular make of 
computer. 



The social 
side wins 



MICROLINK subscriber Nigel 
Inwood temporarily aban- 
doned a career in accoun- 
tancy and law to help his 
parents open a business. 
Fourteen years later he very 
much doubts he'll ever return 
to the office 

The business his family took 
over was Judges Bakery, in the 
High Street of Hastings old 
town near the harbour. 

With the addition of a res- 
taurant, it became the only 
bakery to be listed in tourist 
guides such as Egon Ronay 
and the Good Food Directory, 

"I'm on MicroLink for pleas- 
ore, because computing is my 
hobby", said Nigel Inwood. 
''Despite its international fame 
this is still a one-shop business 
- my Email communications 
are more likely to be social 
than official 

"I chose MicroLink because 
it offered more interesting and 
entertaining features than the 
other systems available". 



Third World connection 



A LEADING independent authority on condi- 
tions in Third World countries has joined 
MicroLink to improve its international 
communications. 

The Overseas Development Institute was 
formed nearly 3D years ago to study and 
monitor economic and agricultural develop- 
ment abroad. 

At any one time it has as many as 20 
research projects underway in different parts 
of the world As well as publishing wrtal infor- 



mation about conditions in various countries, 
the ODI also tries to influence the decisions of 
policy makers around the world. 

"We have an ongoing need to communicate 
with researchers and other institutions 
worldwide", said ODI spokesman Peter Gee, 

"As part of a project to improve communi- 
cations we are looking at electronic mess- 
aging, and MicroLink is as good a base as any 
to start with its excellent Email and telex facil- 
ities". 



YOUR chance to join MicroLink - Page 6 



Escape from Traa 



IF you are having trouble with this 
superb science fiction adventure don't 
panic - help is at hand, When you 
crash your ship, look at it, get the 
nylon rope, push the ship and get the 
laser. 

Go South and tie the rope to the 
bush then climb up and talk to the 
alien warrior - you have to talk to him 
twice. Now go South, then West into 
the dark cave and once you're inside it 
keep moving until you bump into an 
object - the rest is up to you - Patrick 
Brown, Newton, Leicestershire. 



Donkey Kong 



Junior 



WHEN the game has loaded press 
Start, Then press shift and hold it 
down as you type the word BOOGA. If 
you now press K you will never be 
killed as you play the game and if you 
press S you will be able to skip levels. 
- George Boyle, Livingston, West 
Lothian. 



Spiderman 



HERE is the complete solution to this 
addictive adventure: 

WaJk along the walls, go West, look 
in the crib and take the formula. Now 
look in the crib again before taking the 
first gem. Go N, N and drop the gem 
followed by the formula then go S, S, 
E and open the doors. 

Enter the shaft and have a look 
around, especially in the niche, and 
get the gem. Now go up the shaft and 
have a look around in another niche 
before getting the gem, Go up again 
and search around for another gem. 
Push the shaft and go up, take another 
look before getting the next gem. 

You are now in the Penthouse, so 
lower the thermostat twice before 
reading it then open the desk and get 
the sixth gem, Take the painting and 
pull it then get the paper and drop the 
picture, Go back into the shaft and go 
D, D, D, W r W, N, N and drop a gem six 
times. 

Go S, E and take the aquarium. Go 
W r S, E and enter the shaft again. Go 
U, U, U, W and raise the temperature. 
Empty the aquarium and take the 
gem, then drop the aquarium. Lower 
the temperature, take the desk and 
couch and go back into the shaft. 

Go D, D, D, W, W, N r N and drop a 
gem then go S. Next move E and take 
the statue and go W, S, E. Go into the 



HINTS 




shaft, climb up and go W where you 
drop the statue, couch and desk. 

Enter the shaft again, go U, W, W 
and close your eyes. Go W then push 
the knob, open your eyes and get the 
gem Type RUN and go E # S to get the 
acid and calcium, then go S, S and get 
the other chemicals. Go N, N and mix 
the chemicals first and then get the 
calcium - then call. 

Go S. S and take the chemicals 
before going N, N, now make a web. 
Drop the paper then go S, E and enter 
the shaft: Go D, D, W, W then South 
before droppLng the calcium. Have a 



Spiderman map 



look in the corners and take the gem 
you find there, then go N, N, N and 
drop the gem twice, 

Go S and shoot your web at the gem 
before you get it, then go N and drop 
the gem before going S, S, S. Take the 
corners and go N r E to get to the roof. 
Open the mesh and then drop it go 
down the duct and get the gem. 

Examine the fan before shooting 
your web at the button five times, then 
enter the fan to take the gem before 
going D, D, D, D, D. Get octo and hit 
electro then go W a nd read the dial - it 
should say 957. Go E, U, U, U, U, U, 
enter the fan, go down and feel N 
before you take the gem. 

Go S and then feel S and take the 
gem before going N, E, E. Enter the 
shaft and go D, W, W, N, N so you can 
drop the gem seven times Go S, S, E 
and enter the shaft before going U, U, 
W, W, W and type RUN. 

Go E, E, enter the shaft, then go D, 
W, W and enter the roof. Now enter 
the duct then the fan before going D, 
D, D, D r D and take the newspaper. 
Open it and take the gem. Go U, U, U, 
U, U and enter the fan before going D, 
D, E, E so you can enter the shaft. 

Go D, W, W, N, N and drop the gem 
- now ask for your score and it will 
print MICAH 100% -you have just fin- 
ished the game. - Lee Harding, Brad- 
ford, West Yorkshire. 
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HAVE you reached the stage in your 
programming career when a stan- 
dard blue- and- white screen no longer 
fills you with inspiration? Perhaps 
you've envied other makes of com- 
puter which use different colours or 
formats for their programming 
screens. Or maybe you just want to 
give your love able old Atari a face- lift, 
and impress your friends with its new 
customised appearance. 

If so, this autoboot program is for 
you. It lets you override the operating 
system so that whenever you switch 
on, or press Reset, a different screen 
layout with lots of new features 
appears instead of the boring old blue 
one. 

What new features? Well, for 
starters the new screen can be any 
colour you like, with or without a 
border, and the text can be brighter or 
dimmer than usual. The left and right 
margins can be set at any positions 
you choose - perhaps to give bal- 
anced margins at either side, rather 
than the standard right-heavy effect. 

The cursor can be adjusted so that it 
zips around at up to four times its 
normal speed, while still allowing 
precise single-step positioning and 
without affecting the auto-repeat on 
any other keys. You can also have it 
flashing on and off at whatever rate 
you choose and, unlike most flashing 
cursors, this one stays visible 
whenever it moves - so you will never 
lose track of it no matter how quickly it 
whizzes about. 

If you like the BBC Micro display, 
with thin lines under each line of text, 
you can incorporate a similar effect in 
your new custom screen. And, if you 
adopt this feature, you can move the 
whole text area up or down to cen- 
tralise it r should your TV be slightly 



Customising the 
default screen 



KEN BREARLY gives you a 
superb autoboot program that 
could brighten up your Atari 



out of adjustment. 

A feature unique to the Atari is the 
attract mode colour rotation - that is, 
when you don't touch the keyboard 
for about 10 minutes, the screen 
colours will start to change randomly 
every few seconds. This can be very 
irritating when you're programming, 
so the autoboot routine gives you the 
option of switching it off, 

There's even an extra feature for 
advanced programmers, which allows 
you to reserve a safe area of memory 
below the MEMLO pointer. This area 
can be used to- store display lists, 
character sets, player missile graphics 
tables, machine code routines or any 
other data that you want to keep out of 
Basic's clutches but which won't fit on 
page six. 

Because the routine is written 
entirely in machine code, and installs 
itself before Basic takes control, it 
behaves just as though it were part of 
the built-in operating system. 

You can load, save and modify 
your Basic programs without affecting 
it in the slightest, and even typing 
NEW won't erase it. The new screen 



Numbers 
on line 
230 or 
300 


Function 


Existing 
number 


Permissible range 


1st 


Background colour 


194 


Even numbers from 0 to 254 


2nd 


Border colour 


1 /6 


Even numbers from 0 to 254 


3rd 


Character brightness 


10 


Even numbers from 0 to 14 


4th 


Left margin 


1 


0 to 38 


5th 


Right margin 


38 


1 to 39 


6th 


Attract mode on/off 


0 


0 off, 1 = on 


7th 


Flashing cursor on/off 


1 


0 = off, 1 = on 


ath 


Cursor flash rate 


14 


1 to 255 


9th 


Cursor movement rate 


2 


1 to 6 


10th 


Underlines on/off 


1 


0 = off, 1 - on 


11th 


MEMLO pointer, low byte 


0 


Best left at 0 


12th 


MEMLO pointer high byte 


36 (disc) 


Minimum 32 (see text) 






T2 (cass) 


Minimum 9 (see text) 



Table i: The possible program changes and their effect 



will disappear, of course, when you 
select any new graphics mode, and 
you can change the colours using 
SETCQLQR in the usual way. But if 
you press Reset, everything will be 
automatically restored to its former 
glory. 

The machine code is quite complex, 
and would take too long to discuss in 
detail, so well just look at the Basic 
versions and how to customise them. 

Program I is for disc users. When you 
run it, it creates an AUTORUN.SYS 
file containing all the routines and 
data for your new customised screen. 
Make sure, though, that the disc 
you're saving it to contains a copy of 
Dos, and doesn't contain an existing 
AUTORUN.SYS file that you want to 
keep. 

Program II is similar, but creates an 
autoboot cassette file. Insert a blank, 
rewound cassette, Run the program 
and proceed as for CSAVE when you 
hear the familiar double beep. To get 
the new screen routine installed and 
working, you now follow the normal 
boot procedure. 

With a disc drive, simply insert the 
disc containing your AUTORUN.SYS 
file and switch the computer on. To 
load the cassette version, insert the 
fully-rewound autoboot cassette, 
switch power on while holding down 
the Start key, then follow the usual 
CLOAD procedure. 

If you keep the routine in its present 
form, you will get a green screen with 
blue-grey lines under each line of text 
margins set at 1 and 38 r a cursor 
which flashes twice per second and 
moves twice as fast as normal, and no 
attract mode colour rotation. The disc 
version also gives you a protected 
area of ram between addresses 7991 
and 9216, while the cassette version 
gives you 2092 to 3072 - see Figure I. 

All these parameters can be altered 
by changing a few numbers in either 
program, then making a new autoboot 
file containing the customised data. 
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It's quite easy to do. 

Look at line 230 in Program f or line 
300 in program IL Each of those 12 
numbers controls some aspect of the 
new default screen. For example, the 
first three - 194, 176, and 10 - affect 
screen colours. Table I shows what 
each number does, together with the 
range of numbers you can use as 
alternatives to customise the screen, 

You can experiment with most of 
these numbers while your new screen 
is ir> place. First install the autoboot 
file, to get the green screen and so on, 
then experiment by POKEing different 
numbers into the control registers, as 
follows: 

Background colour: POKF 710 with 
any even number from 0 to 254, 

Border colour: POKE 712 with any 
even number from 0 to 254, If you do 
not want a visible border, make it the 
same colour as the background. 
Character brightness: POKE 709 with 
any even number from 0 to 14. If you 
accidentally make the text invisible 
against the background, just press 
Reset. 

Left margin: POKE 82 with any 
number from 0 to 38. 

Right margin: POKE S3 with any 
number from 1 to 39. 

Colour rotation: POKE 7680 (disc) or 

1805 {cassette) with 0 to cancel the 
attract mode colour rotation, or 1 to 
enable it 

Flashing cursor: POKE 7681 (disc) or 

1806 (cassette) with 0 to stop the 
flashing or 1 to start it again. 

Cursor flash rate: POKE 7682 (disc) or 

1807 (cassette) with any number from 
1 to 255, The higher the number, the 
slower the flash rate. 

Cursor movement rate: POKE 7683 
(disc) or 1808 (cassette) with any 
number from 1 to 6. Numbers above 6 
will not slow the cursor down any 
further. 

Text up/down movement: POKE 7687 
and/or 7688 (disc) or 1812/1813 
{cassette) with 0, 16, 32, 48, 64, 80 r 96 
or 112. These pokes will have no effect 
unless the thin lines are present on 
screen. 

Under! imng; POKE 7988 (discj or 2089 
(cassette) with 0 to turn the lines off, 
or 1 to turn them on, then press Reset. 

The one parameter which you 
cannot change in this way is the 
MEMLO pointer. It can be altered only 
by changing the last two numbers in 
line 230 or line 300 - see Table I - and 

Turn to Page $4 ► 



Disc version 
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8192 



9216 
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Cassette version 
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Figure t: Memory maps 
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■+ From Page 53 

making a new autoboot file. Unless 
you're an advanced programmer it's 
best not to attempt this. 

You can now proceed to make the 
new file r incorporating your chosen 
settings. Load Program I or II and 
insert your new numbers in place of 
trie existing ones on line 230 or 300- 

If you have decided to retain the 
underlining feature, and have 
adjusted the text area to centralise it P 
you will need to change the first, 
and/or second number on line 80 - 
Program I - or line 160 Program II - 
to your new values. Do not alter any 
other numbers in the program, or the 
autoboot routine won't work properly, 
and may lock up. 

Finally, Run the modified Basic pro- 
gram to make a new autoboot file 
incorporating your changes. That's all 
there is to it. If you're en advanced 
programmer, however, you may be 
interested in some extra information. 

First the routine doesn't occupy any 
of page six but it does use two page 
zero addresses - 203 and 204 - during 
power-up and reset. At all other times 
these addresses are available for your 
own use. The routine is executed 
during Stage 1 vertical blank, so you 
can't use Immediate VBI routines in 
your own Basic programs. The more 
useful Stage 2 vertical blank period is, 
however, available as usual. 

The reserved area below MEMLO is 
illustrated in Figure I With the values 
shown in Program I - low byte = 0, 
high byte ■ 36, the disc version gives 
you 1225 bytes of reserved memory, 
1024 of which are above a 2k 
boundary. It can therefore be used for 
any data tables which need to start on 
a Ik or 2k boundary; such as player 
missile - PM- graphics. 

For cassette users, the MEMLO 
value in Program II (low byte = 0, high 
byte =12) gives you 980 bytes of re- 
served memory, stretching fom 2092 
to 3072. This overlaps the nearest 2k 
boundary {2048) by 44 bytes, but the 
reserved area can still hold PM data, 
since the first 256 bytes of any PM 
table are never used by the PM 
system. 

It can also hold a Graphics 1 or 
Graphics 2 character set, as you re 
allowed to start these on a 512-byte 
boundary (2560). 

However, you may prefer to change 
MEMLO, as described above, so that it 
points to a higher address - say 6144 
(0,24). This reduces the amount of 
memory available for Basic programs, 
of course, but it releases boundaries at 
Ik (3072) and 2k {4096), for your player 
missile data or character sets. 



Program (r Creates an AUTORUN.SYS disc file 



10 REN Prograi 1: Creates an AUTORUN.S 
V S disc 'file yhich uiLL install the fie 
m defauLt screen. 
20 TRAP 60 

30 OPEN *1,B,iVD;HUTDRUN.$t$" 
40 READ- D:IF THEN 60 

50 PUT #1 r f> : GOTO 48 
60 END 

70 DATA 255,255,7,30,54,51 

80 DATA 46/6,80,66,0,0,8,2,0,2,0,2,0, 

2,0,2 8,2 0 2 

90 DATA 0, 2, 0,2,0,2,0,2,8, 2,0,2,0,2,8, 

2,0,2,0,2 

108 DATA 8,2,0,2,0,2,0,2,0,2,0,2,65,7, 
30,165,12,141,84,30 

118 DATA 165,13/141,85,38,169,83,133,1 

2,169,30,133,13,76,86,30,32,164,38,162 

120 DATA 0,160,0,142,5,38,142,6,38,174 

,6,30,189,19,31,133,283,232,189,19 

138 DATA 31,133,204,232,142,6,30,174,5 

,38,169,43,31,145,203,232,142,5,38,224 

148 DATA 12, 208,222, 173, 4, 58, 240, 20, 16 

5, 18,141,11, 30,165, 89, 141, 12,30, 169, 7 

150 DA T A 141,48,2, 169, 30,141 , 49, 2,162, 

38,160,165,169,6,32,92,223,96,173,0 

160 DATA 30,208,2,133,77,173,1,30,240, 

25,173,5,30,248,6,206,5,30,76,202 

170 &ATA 30,173,243,2,73,2,141,243,2,1 

73,2,30,141,5,30,173,15,210,41,4 



188 DATA 208,53,169,2,141,243,2,173,1, 
30,9,128,141,1,30,173,9,210,201,14? 
190 DATA 240,12,281,143,248,8,281,135, 
240,4,201,134,208,31,173,43,2,281,32,1 
76 

200 DATA 24,205,3,30, 144/9,173,3,30,1 

41,43,2,76,16,31,173,1,30,16,5 

210 DATA 41,127,141,1,30,76,95,228,198 

,2,208,2,197,2,82,0,63,0,0,38 

220 DATA 1,30,2,30,3,30,4,30,231,2,232 

>l 

230 DATA 194,176,10,1,36,0,1,14,2,1,0, 
36 

240 DATA 224,2,225,2,62,30,_1 
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Program it: Creates an AUTOBOOT cassette file 



10 REH Program 2: Creates an autoboot 
cassette file which uiU install the n 
en default screen. 

20 BFR=<PEEK(186}-24W56:REM reserve 
b safe ita at the top of RAH as a tern 
porary buffer 

30 FOR K=B TO 46: READ D:P0KE 1536+K,D; 
NEXT X:«EN Load the new SAVE routine i 
nto sags 6 

i& "A 10., 104, 133, 204, 184, 133, 203, 18 
4,133,286,104,133,205,162,16,169,11,15 
7,66,3 

50 DATA 165,203,-57,63,3,165,204,157,6 

9,3,165,205,1 57,72,3,165,206, 157,73,3 

60 DA'A 32,86,228,96,67,58,155 

70 REM Load the program teiporarily in 

to the resfvfrd ou'fer space 

88 RESTORE 158 

98 FOR X=0 TO 209:READ D 

100 POKE BFR+X,D:NEXT X 

110 REN Now read the data froii the ten 

porary buffer into an Autoboot cassett 

e file 

120 OPEN *1,8,128, , 'C: , 

130 X=USR C 1 536, BFR, PEEK (BfR+1) +128? 

140 END 

150 DATA 0,3,8,7,75,7,169,60,141,2,211 

,24,96,0,0,0,0,0,0,0 

160 DATA 48,16,88,66,0,0,0,2,0,2,0,2,0 

,2,0,2,0,2,0,2 

'70 DATA 0,2,0,2,0,2,0,2,0,2,0,2,0,2,0 

2 0 2 0 2 

180 DATa'0,2,0, 2,0, 2,0, 2, 0,2,0, 2,65,28 

,7,162,0,160,0,142 

190 DATA 16,7,142,19,7,174,19,7,189,8, 

8,133,203,232,189,8,8,133,204,232 

200 DATA 142,19,7,174,18,7,189,32,8,14 

5,283,232,142,18,7,224,12,208,222,173 



21* DATA 17,7,240,20,165,88,141,24,7,1 

65,69,141,25,7,169,20,141,48,2,169 

220 DATA 7/41 ,49,2,1 62,7,1 60,154, 169, 

6,32,92,228,96,173,13,7,208,2,133 

230 DATA 77,173,14,7,240,25,173,18,7,2 

40,6,286,18,7,76,191,7,173,243,2 

241 DATA 73,2,141,243,2,173,15,7,141,1 

8,7,173,15,210,41,4,208,53,169,2 

250 DATA 141,243,2,173,14,7,9,128,141, 

14,7,173,9,210,201,142,240,12,201,143 

260 DATA 240,8, 201 , t35, 240,4, 201, 134, 2 

08,31,173,43,2,20 278 DATA 144,19,173, 

16,7,141,43,2,76,5,8,173,14,7,16,5,41, 

127,141,14 

288 DATA 7,76,95,228,196,2,200,2,197,2 

,82,0,83,0,13,7,14,7,15,7 

298 &A7A 16,7,17,7,231,2,232,2 

300 DATA 194,176,10,1,38,0,1,14,2,1,0, 

12 
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Review! 



THE LSP-100 bi-directional dot matrix 
printer is Citizen's latest addition to 
an already impressive range of 
products, As with most printers, you 
have the option of friction or tractor 
feed and this can be selected easily by 
moving a lever on the top right of the 
casing. 

You also have the option to load 
paper from underneath the printer 
using a process called bottom-feeding 
(see Figure I). Loading paper this way 
can only be done when your printer is 
mounted on a stand. The tractor-feed 
mechanism must be attached to the 
printer and you must use continuous 
stationery. Loading paper is just like 
setting the tractor-feed up, except the 
paper comes from underneath. 

The printer will connect to your 
micro via an Atari 850 interface box, 
but you will need to buy a lead to 
connect them - or a Centronics-to- 
Atari interface cable, which costs 
about £50. 

On the front right side of the printer 
are three buttons controlling the 
online status, form feed and line feed. 
The printer must be brought offline 
before the feed buttons will work - 
rather annoying, but this is the case 
with several printers. Next comes a 
panel with three small lights - power, 
paper out and ready. 

The DIP switches are easy to access: 
You simply switch the printer off and 
remove a cartridge-style interface 
located on the right of the printer as 
you look at it. You can then alter the 
switches to suit your micro. Instruc- 
tions on how to do so are very well 
documented in the manual. 

Now for the all-important question; 
Is it Epson compatible? The answer is 
yes, and it is also switchable to IBM- 
compatible, not that this will affect 
Atari owners. 

Citizen says that the LSP-100 is an 
SO column printer and the print head 
has nine pins which are used to give 




150/175 cps at 10/12 cpi in draft 
and 40 cps in NLQ 

Epson and IBM compatibility 

Parallel Interface standard 

Tractor feed and friction feed 

4k buffer 

8 bit graphics capabilities 

Downloadable characters 

More than 400 print styles 

Automatic sheetfeeder available 

Bottom-feed paper loading 
option 




Yes, it's a pretty 
solid citizen 

NEIL FAWCETT examines 
the new LSP-100 printer 



you a 9x9 matrix. When used in NLQ 
mode a double pass of the head 
allows the matrix to change to 17x17 
and this gives you a wide variety of 
styles and typefaces. 

The print speed is 150/175 charac- 
ters per second (cps) at 10/12 cpi 
{characters per inch) in draft mode 
and 40 cps in NLQ mode. Now that is 
quite a mouthful, but it gives you an 
idea of the capabilities of this 
machine. 

It is interesting to note that although 




this is quite a fast printer it is also very 
quiet. Even when doing a screen 
dump I could still manage to concen- 
trate on other work while it was 
churning away. 

There is a built-in 4k buffer - very 
useful indeed, as it allows you to con- 
tinue working on your micro as the 
printer does its work. However, there 
is a snag with the large buffer - there 
isn't a flush button. So r if you make a 
mistake you have to wait until that 
large 4k buffer empties. Alternatively 
you can turn the printer off. 

Fitting the cartridge type ribbon 
poses no problems. It's claimed to last 
for two million characters - but I didn't 
have time to test this. 

The LSP-100 has a sleek modern 
look and is surprisingly compact when 
you consider that it does some tasks 
that printers twice its size can't. The 
manual is well presented and easy to 
read with plenty of diagrams showing 
things like fitting the ribbon and so on. 

This is a superb printer r well priced 
and should satisfy the needs of most 
homes and small businessmen. 



Figure f: Loading the printer 
using bottom- feed 



Product: Citizen LSP-100 printer 

Price: €249 excluding VAT 

Supplier: Citizen Europe Ltd, Well- 
ington House, 4- JO Cowiey Road, 
Uxbridge. Middlesex, UB8 2XW 

Jet: 0895 72621 
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How to get 
your Atari 
to talk to 
a BBC Micro 

(or a Spectrum or a Commodore 
or an Amstrad or an IBM ... or 
ANY other computer). 



STORT SOFT 

MAIL ORDER SPECIALISTS 
INCREDIBLE LOW PRICES! 

ALL DISKS CARRY A NO QUIBBLE REPLACEMENT GUARANTEE AHE CEF- 

tif f n 100% Ennon frff & come with labels, sv.- also have 

SLEEVES 1 WRITE PROTECTS- FLIP SIDED OlSKS HAVE 2 INDEX HOLES 



AN 



SPFCIAl OFFER 



25 SS 40TPI 5.25" UISKS & 100 CAP LOCKING DISK BOX 



50 SS 48TPI 5.25" DISKS 5 100 CAP LOCKING DISC BOX 



100 SS 4STPI 5.25" OlSKS & 100 CAP LOCKING DISK BOX 



25 OS 48TP1 5 £5' DISKS & 100 CAP LOCKING DISK BOX 



50 DS 4BTPI S.2S" DISKS & 100 CAP LOCKING DISK BOX 



DISKS FROM AS LITTLE AS 33 PENCE 



BLANK 5V DISKS 



- DISK NOTCHES FREE WITH EACH 100 DISKS PURCHASED 



TRIAL 10 

5 5C 

6 55 
7.0Q 



UN8RANDED 

SS 48TPI 
DS 48TPI 
DS96TPI 

DS 96TPIFHPSI0ED 

MIMIC FLIP SIDEO DS 96TPI ».» 

MIMIC HIGH DENSITY 1.6msg 23.00 

COLOURED - mix A match or All 

SS 4BTPI G.W 

DS 7.50 

DS »TPI 8,00 



LOCKING PIEK BOXES 



25 

11. OD 
13.00 
u.oo 
zo.oo 

52.QO 
colour 
12.00 
14.00 
1&3Q 



50 

17.00 
15.00 
21.00 
22.00 
39.00 
100,00 

22.00 
24.00 
Sfi.00 



10O 10in*plai1ic 
library case 
S.50 



33.00 
3S.00 
37,00 
34. » 
70.00 
180,00 

42.00 
44,00 
50 CC 



5V. M HOLDS 120 



G.SO 
7.SQ 
0.00 
9« 
£4.00 

7.50 

e.so 

D.00 



1D.95 



57/ HOLDS SO 7.9S 
5V/ HOLDS 100 9 95 

fl-Bit PubiK; Domain Disks all al £2.50 
Ju&1 write 1or more intorfnalion. Cheques etc. p*y*ftle 10 STOAT SOFT. [irusmatiofwal orders 
add 10% and rem? in pounds Sterling by bank dr*H or insl. m&nty ord*r. Writ* lor quota in 

any enher cmrency) 

ACCESS/MASTF HCARQ/E UHOCAHDrVISA accepted 
CREDIT CARD ORDER LINE - 0279 89509 24 HOURS A DAY. 7 DAYS A WEEK 
V.A.T. 4 P4P INC. NO HIDDEN EXTRAS - WHAT VOU SEE IS WHAT YOU PAV 
18 Crown CISM, Sheering, Hl&hops Slortlord, Marts CM22 7NX 



Language problems become a 
thing of the past when you join 
MicroLink. Now you can use your 
Atari (plus your telephone) to 
send messages to any other 
computer user, with no 
restriction on make of machine - 
or even on 



■ fYYLFf/tl Ml much, mrt moft 



distance. f\\ 

Details from 061-456 8383 



A 



The leading North West 
ATARI Specialist ATARI Dealer 




ADBROKE 
OMPUTING 

IHT B RH AT tQH A L 



33 Ormskirk Road 
Preston, Lanes. 
Tel: (0772) 21474(1 line) 
(0772)203166 (5 lines) 
Bui/Board 27236 6pm to 9am 



A 

ATARI 



This Company has given years of tuH support to ATARI users Countrywide from their retail shop premises at Ormskirk Road, 
Preston. Now from their NEW Mail Cnder Depot they can otter the same Excellent service to all Mail Order Customers. 
All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items so that returned goods, 
and all the attendant frustration are a thing of the past. All Hardware is supported by our own ON SITE" engineers, therefore quick 
turn round on all repairs Is Guaranteed. All prices quoted are fully VAT inc. and there are no hidden extras'^ what you see is what 
you get. Delivery induced in price. Please ring for latest prices, new refeases, etc. 



130XE Computer.... £119.00 

Disk Drive . ,.TBA 

XC12 Recorder £32.00 






37. D/S 
D/D 

Per Disk £1.99 

10 Disks.,,.. £16.00 

10 Disks+Plastic 

library case £17.50 

100 Disks £150.00 

500 Disks £650.00 



57. D/S 
DID 46TPI 

£0.80 

£6 .50 

™. £7.50 

£60.00 

,...£280.00 



All Disks are covered by an 
unconditional lifetime guarantee. 



Our ATARI trained engineers will repair all 
Hardware in minimum time at competitive 
rates. Please ring tor a quotation All repairs 
carry a 90 day warranty. 

PRINTERS 

Dot Matrix 

Star NL10 ...£240.00 

NL10 Sheetteeder. .,. ,£55.00 

National Panasonic PHONE 

MP165 PHONE 

MP135 PHONE 

LXB6 Tractor Feed ,.£19.00 

LXee Srieetfeeder £55 00 

LQS00 24pin D/M ..£525.00 

All Printers, Disk Drives etc supplied 
with cables etc. NO HIDDEN EXTRAS 



TO ORDER: Simply send, or phone your order, stating Full Name, Address, Visa or 
Nos d Cheque or Money order. Make payable to Ladbroke Computing 



PR 1 WiP 



DUST COVERS 

Computers „..„..... £3.99 

Monitors k £4.99 

Disk Drives ..,.£2,99 

P n riit(~si^ iiiiiiiiMiiii"iiHiiifiiiit«iiirHiiiHiiHiiii £ 7 9 9*9 



We have a complete range of Software 
in stock and fully tested. 

IF ITS AVAILABLE we have it! 
Send SAE for full catalogue. 

Any Software problems? Queries? 
give us a ring we usually have the 
answer 

All Dedicated books and mags in stock 

FOR MORE INFO CALL ON THE 
ABOVE NUMBERS OR SEND SAE 
AND STATE FULL REQUIREMENTS 
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/ LIVE in Boston USA and I 
was in London for two 
weeks when I heard of the 
Atari User Christmas Show. 
Having owned an Atari 
T200XL - which was once 
available in the US - for 
nearly three years, i nat- 
ural ty decided to attend, 

I am a great fan of games 
software and boast a 1,200 
program collection which 
includes 82 cartridges, in my 
two week visit i have been to 
many software outlets in the 
West End, but have dis- 
covered that Atari 8 bit com- 
puters are sadly not so well 
supported as others I could 
name. 

This is a shame really, as 
they offer excellent graphics 
and superb sound facilities, 
which by far exceed the 
standards offered by other 
micros. 

in the US, Atari 8 bit com- 
puters are now one of the 
most popular micros. With 
the arrival of the new XE, 
software houses have really 
been booming. 

But it is not like this in 
Britain, so as I entered the 
Champagne Suite in 



LETTER 



Novotet I had little hopes of 
enjoying myself But was I 
surprised! 

Software here is just as 
good as that in the US - only 
it's more difficult to obtain, t 
had never even heard of 
titles like Phantom, Inter- 
national Karate and 
Arkanoids but they proved to 
be excellent games. 

I found business software 
here to be of a very high 
standard too. Overall I was 
very pleased with the soft- 
ware I bought- if only it was 
stocked by every software 
outlet in the UK. 

But to the point of my 
tetter - at the show I dis- 
covered Atari User. It is an 
excellent magazine, and 
much better than anything 
in the USA. 

i bought all the back 
issues which were on dis- 
play and look forward to 
some interesting reading 



An American eye 
on the 8 bit scene 



and more projects like the 
speech synthesiser. Thank 
you Atari User, for making 
my visit worthwhile, 

By the way, games freaks 
may be interested to hear of 
the games which are ail the 
rage in the US on the Atari; 
Kung Fu Master, Rocky, 
Phoenix and World Cup 
Football - took out for them 
in Britain. - 2. Javed, 
Boston, USA. 

Printer 
transformed 

/ HAVE just returned from 
Saudi Arabia with an Epson 
RX80 printer that I bought 
out there. 

The printer is 120 volts 
and I am at present using it 
with a voltage transformer. 
Can I convert it to 240 volts? 
- Nigel Potter, London. 

• It should be possible to 
convert your printer to 240 
volts. Some transformers 
are multi-standard and 
require a link to be changed 
insSde the printer, 

If your printer contains a 
single voltage type, it will be 
necessary to replace it, 
Epson UK should be able to 
help you: The address is 
Epson UK, Dorland House, 
388 High Road r Wembley, 
Middlesex HA9 6UH. 

No Ninja 

COULD you please tell me if 
the Last Ninja from System 
3 will ever be available for 
Atari 8 bit computers? I have 
waited a long time but it has 
not come out yet. - Scott 
Howden, Stirling, Scotland. 

• At the moment the Last 
Ninja has not been released 
for the 8 bit Atari and it 
appears a conversion is 
unlikely to be forthcoming. 



WIN A 
TENNER! 

EACH month we will 
award £10 prizes for the 
most interesting letters 
sent to us. 

So now there's more 
reason than ever to con- 
tribute to our lively marl- 
hag pages. 

Get your pens out. 
start writing and you 
couJd be one of the 
winners. The address; 

Mai I bag Editor 
Atari User 
Europo House 
Adlington Park 
Adljngton 

Macclesfield SK10 5NP 



Faulty 
keyboard 

f BOUGHT my 800X1 about 
two years ago from Currys 
and we had a few problems 
loading games. After a few 
weeks - and computers - 
we found one that worked 
and Vve been happy with it 
until recently. 

Everything was fine until 
about two months ago 
when the comma key 
started to stick and a con- 
tinuous stream of them 
poured out I ignored this as 
I didn't do much typing for a 
white, but when f did, none 
of the keys would work. 

I could stilt load games, as 
the function keys worked,, 
and after the beep the data 
recorder started auto- 
matically. If it's a major fault 
could you please recom- 



mend someone to repair it. 
— L Stephenson Eastngton 
Coll, Co. Durham. 

• Vour best course of action 
is to send your computer to 
a service engfneerfor repair: 
Here is the address of 
someone dose to you who 
may be able to help; ISC 
Electronics, 12 Pirbright 
Grove, Hemlington, Mid- 
dlesbrough, Cleveland TSS 
9PB 

Stopped 
on the red 

OCCASIONALL Y the black 
background on my monitor 
display develops a pale 
green/yellow cast which 
sometimes lasts up to a 
minute. 

Also the top of my print 
head doesn't work making 
the text difficult to read. - 
Michelle Nixon, Wadd- 
ington, Lincoln. 

• The cast on the picture is 
due to an absence of a red 
signal. This could be a faulty 
lead or connector at the 
computer or monitor end 
Alternatively it could be a 
problem inside the monitor 
circuit itself. 

The print head fault can 
probably be rectified by 
cleaning or replacing it. 
Alternatively the Darlington 
driver — inside the printer — 
which controls the top 
solenoid of the head may 
have gone faulty and need 
replacing. 

Lighting up 

/ WAS very interested in the 
disco tight controller in the 
December 1987 issue of 
Atari User. / would like to 
know if it can be bought 

Turn to Page 58 ► 
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Mcrilbag 




Mailbag 



WE welcome letters from readers - about your 
experiences using the Atari micros, about tips you 
would like to pass on to other users - . . and about what 
you would like to see in future issues. 
The address to write to is: 

Mailbag Editor 

Atari User 

Europa House? 

Adlington Park 

Adlirtgton 

Macclesfield SKID 5 IMP 



^ from Page 57 

ready-bath, and if so what is 
its price?' 

I am not electrically 
minded and don't know 
anyone who could bui/d it 
for me, but I would like to 
put on a light show, - R, 
Hindhaugh. Ashington, 
Northumberland. 

• The disco lights are avail- 
able ready-built from RH 
Design for £32.50 plus £1.50 
postage and package. The 
company also sells some of 
the other gadgets featured 
in Atari User ready built. 

The address is RH Design, 
Units 2 and 3, Stonefall 
Stables, Stonefall Avenue, 
Harrogate HG2 7NR, 

Printing 

screens 

/ WQULQ like to tell you that 
Atari User is realty great and 
I buy it every month in my 
country - Israel, t have two 
questions and was won- 
dering if you can help. 

Can my dot matrix printer 
dump screens from games 
and pictures from adven- 
tures ? 

I can't find the game 
King's Quest for my Atari 
800XL with 256k memory, 
Do you know where i could 



FOLLOWING the amusing 
article on Computer Speak 
in the November issue of 
Atari User, here are some 
more in a similar vein. — P 
BuHin, Hucknall, Notts. 



App\e„, grows on a tree. 
Brand new. ..at last someone 
has found a use for it 
Byte.-.er hungry computer 
programmer. 
C,-a tetter after B. 
CMOS. ..moss that grows on 
the sea bed. 

Data. ..asking your girlfriend 
out for a drink 
Data bus. .mobile library. 
Dos... a layabout. 



get this? - Eyal Levy, 
Moztkin, Israel. 

# As your computer stands 
it is very difficult to dump 
screens from adventure 
games. However, using 
something "like the OS Con- 
troller card from Com- 
puterhouse it is possible. 

The board is an internal 
modification to your micro 
and allows you control over 
the operating system. Their 
address is Computerhouse', 
14 Romily Court, Land ridge 
Road, Fuiharrij, London SW6 
4LL. 

The King's Quest adven- 
ture game is only available 
on ST format in the UK. 
However if you write to 
Sierra On-Line Inc. in 
America you will be able to 



Designed by a computer,.. 
no one will take the blame. 
Forth... a bridge. 
IC, .rough weather for ships 
Latest tech nology^we put it 
in a new case. 
One meg bus,. .expensive 
double decker. 
Mega by\e.., banquet for 
computer people. 
Monitor, .school milk dis- 
tributor. 

Nibble.- not-so-h ungry com- 
puter prog ram men 
Unrepeatable offer.. -/lurry 
up, we're going bankrupt. 
Serial \n put... corn flakes for 
breakfast 

Micro Qhtps^.smatt portions 
of fried sliced computer. 



obtain full details of the 
products for the 8 bit. Their 
address is Sierra On-Line 
Inc., Coarse Gold, California, 
CA 93614, USA. 

Software 
shortage 

WHY is it that 8 bit Atari 
owners always get left out 
when games tike Out Run 
are released? f have written 
to many of the major soft- 
ware companies, but to no 
avail. 

if games tike Out Hun and 
many others — too numer- 
ous to mention - were 
released they would be 
bestsellers. 

There is a massive user 
base for Atari 8 bit com- 
puters out there, so why are 
we still ignored? - Martin 
Osborne, West Wimhledon, 
London. 

• Do any of our other 
readers have problems 
obtaining software? Write in 
to us, we d like to hear from 
you. 

A sound 
investment 

/ RECENTLY bought a 
second-hand 800XL and 
1050 disc drive, but there 
were no manuals, I am inter- 
ested in music and pro- 
gramming, so t tried to 
produce some tunes on my 
micro. 

A friend explained the 



SOUND statement to me, 
but my problems arose 
when I tried to convert num- 
bers for the pitch value into 
musical notes. Can you 
please help me? - Denise 
Skelton, Cleveland, 

# The panel below shows a 
range of musical notes and 
their numeric equivalents. 
There's also a short pro- 
gram to play a musical scale 
arid demonstrate the 
SOUND statement in use. 



High notes 


c 


29 


B 


31 




A# or Bb 


33 




A 


3b 




G# or Ab 


37 




G 


40 




F# or Gb 


42 




F 


45 




E 


47 




D# or E 


50 




D 


53 




C£ or Db 


57 




C 


60 




B 


64 ! 




A# or B 


68 




A 


72 




G# or Ai> 


76 




G 


81 




F# or Gb 


85 




f 

E 


91 

96 




D# or Eb 


102 




D 


108 




C# or Do 


114 


Middle C 


C 


121 




B 


128 




A# or Bb 


136 




A 


144 




G# or Ab 


153 




G 


162 




F# or Gb 


173 




F 


182 


Low notes 


D 


193 




D# or Bi? 


204 




D 


217 




C# or Db 


230 




C 


243 



Figure i: Pitch values and their 
relative musical note 



l« REP flUHCAL SCALES PROLAN 
11 9.m H 

30 If |sj THEM EKt 

51 FOR DELATE TO 5-B A~ NEXT DELAT 
tB 601C 28 

78 data W,JUMM5,W,53,6I,M,72 
SI MTA l1,lf,tt,1li,ttt,t»,ttU« 
91 *n 182,193,217,^3, 1 



Topical translations 
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Enter the magical 
world of Kerovnia! 



This fascinating adventure features the most 
sophisticated parser around; You can type compfex 
sentences and interact with the many characters, 
including some very intelligent animals. 

This superb package includes a 44-page novel and a 
cryptic hefp section 



£ The program took three man years 
of programming time to produce 

- and it shows. The Pawn is the 
stuff from which cults are made ^ 

- Anthony Ginn f Atari User, 
May 1986 



THE 



£\0 




MIA RfilroaH 



Guild of Thieves 
- it s a steal I g*^ 



0f£ 

Guild of Thieves is the Jong-awaited IYq* " 
follow-up to the award-winning If Op 
adventure, The Pawn. L ^z&/ 

You're back in the fantasy world of 
Kerovnia, in the role of a novice thief who has 
applied to become a member of the t/lustrious Guild, 
To prove your worthiness you must ransack an 
is fan d of all its treasures. 
There are 29 beautiful illustrations, a massive 
vocabulary, and a text parser which 
Is claimed to be more sophisticated than 
the parser in the Jnfocom adventures. 

£ This is an absorbing, funny and tantalising 
adventure and guaranteed to be another 
sure-fire winner for Rainbird. ^ 

- Bob Chappeii, 
Atari User, October 1987 



i 



Suitable for 


Product 


Format 


RRP 


Special 
reader offer 


YOU 
SAVE 


Offer including 
subscription 


YOU 
SAVE 


Atari 800/130 
Wfth 1050 
disc drive 


The Pawn 


Disc 


£19 95 


£14.95 


£5 


£24,95 


£10 


Guild of Thi«v#s 


Disc 


£19.95 


£14.95 


£5 


£24 95 


£10 





TO ORDER PLEASE USE TH E FORM ON PAGE 61 J 



%, 0 (fact ctowmd, 
uM tf* mod pop" 1 ** 

These two exciting compilations bring 
together some of the very best listings 
from the pages of Atari User. 



Ten 



These two exciting compiiatu 
together some of the very be 
from the pages of Atari User. 

Whether you like games or prefer 
more serious pursuits there's 
something here for you — and you can 

i m 0V3fTlirlinf1 



J— ■ 

ore serious pursuits there's 
something here for you — and you can 
also learn a great deal from examining 
and modifying the Basic listings. 



Ten 



of the BestGam« 



r r** command of » 

nactor Boris - . Gorman 

hu t watcri Dr0 q^m 10 help X 



a* *« ** «, num ^ 

'"Show _ , ' W9 P"nrer rour,tt? P'CfUfP! 0fl „„ 
oiwi fcTL La,a your a,..,. „ 0fl 

_ t «fol ^fot> f X your 



i.-i » J W i jl i . 4 1 J-_i i_V : 




Fran* rfte 
Fruit Fiend 



Spacemaze 




ONLY .95 

each 



£4 



... or Just £1 .95 each when 
you take out a new subscription 
to Atari User - or if you renew 
your existing subscription. 



Bounder was the game you liked best of att. 
Now, in BOUNDER PLUS, we've made it even 
better - with SIX exciting new screens to test 
your dexterity. Bounce up and down on the 
springy trampoline to hit the many targets 
while avoiding the balloons, {XL and XE only./ 



TO ORDER PLEASE USE THE FORM ON PAGE 61 



£5 ImSOMS^^ 



ATARI 
USE 



I 



Protect your Atari . 

with this luxury dust cover 
for your Atari XE or XL , 
. It's made of clear, water- 
VA' i. ' i \V ^-^ iA|H J ] 1 resistant vinyl and 

""Z___— ^^^^J bound with strong cotton 

Only £3.95 

and your Atari Users 



A year s supply of Atari 
User can be kept in this 
handsome chocolate 
brown binder 

Only £4.95 




Secure storage for 
your 
discs 



The ideal storage 
medium for your 
5.25;n discs. 

The luxury padded 
PVC boxes are 
strongly made to 
protect your valuable 
discs and can be packed 
flat when not in use. 

Box holds up to 
60 5.25in discs 




£4.95 



Disc Storage Box 

Holds up to 60 5.25" disc* £4.95 



709S 



Dust Cover 

n 9", l:k 

£4.95 Europe/Overseas 



BOOXL 



7031 
7060 



Atari User Binder 

£4 .95 UK; £6 .95 E urope; £1 1 ,95 Overseas Airmail 7029 



ORDER FORM 



t ^P«<-iid price if accompanied 
by subscription or renewal 



All prices include postage, packing and VAT 
Overseas orders despatched by Airmail. 



Valid to 

29/2/88 

<✓) £ P 



Annual subscription 

New 



UK £15 7001 
Europe (incl, Eire)£ 18 7003 
Overseas (Airmail )£.'J3 7004 

Commerce with issue 



Renewal 



Back Issues 

£1.50 UK 

£2,00 Europe & Eire 
£3. 25 Overt eat; 



l:k£15 


7002 


Europe <incl. Eire)£l8 


7701 


Overaeafl (Airmail)£33 


7702 


January I $87 


7409 


February 1987 


7410 


March ] 987 


7411 


April 1987 


7412 


May 1987 


7413 


June 1 987 


7414 


July 1997 


7415 


August 1 9H7 


74 } 6 


September 1967 


741? 


Ocloher 1 9H7 


7418 


November 1 9f$7 


7419 


December 1967 


7420 


January 19BH 


7421 



Mini Office II 

Disc 400/HOO/XlJXG £19-95 7050 
(48k required) 
Add £2 fur Eurupe.'£f5 far Overneafl 
j 

Ten of the Best Games 

(m* page SO) 

Disc g-HKhl £4 95 701317014 



Add £1 Europe inc Eirn/OvereRCRS 



Ten of the Best Utilities 

(see page 6Q) 

lli-ic rjjBJfJ £4.95 701? 1701S 



ID 



Add £J Europe inc Eire/Overeseas 



G u ild of Thieves <w« w ®j 

Atari 800/1 30 IYml- l-WItTM £14.95 70]$ 17020 



The Pawn (set page 59} 

Atari 800/130 Disc" 



* £9.»ft 



£14.95 70.13/ 703-1 



Readers in Kurope (inc Eire) add £2. Overseas 
add £4 per item unksijs otherwise indicated 



ilHBV t«* 



TOTAL 



S«nd to: Database Public aliens, FREE POST, Europa House, 
Adur-glon Park, Adlington, n/acclesiield. Chashiffl 5K10 5NP 

(Mo tt&mp needed if posled in UK} Pteass $ilow 2$ <toys fOf <tet'V6fy 
Order at any if me of the day or night 



Payment: please indicate- rnelhod {/) 



L 



Access-'Uasrefcardi'Eurocarcl/Sarclaycard.'ViM 



Expiiy 
Dale L 



No. 



J LLL 



I TeAStfVWW Orders: 
□625 B7S&M 



Key "Gift, then 61455S3B3 



MfcrroL/nk'TeS&com Gold 
72:MAG00l 



I 
I 

L 



Fa* Orriws: 0625 47*966 



| J Chaqi>a/Eu*ochequ« made payable to Daiabase Publications Lid. 

Name Signed 



Address 



Don'f forpwt tc ffivm your name, address endctedit tMrd mitnbtt 



Post Code 



ENQUIRIES ONLY: 062S 879*10 9am-Ff»m 



TeU 



AT2 




A IT TT EN IT H©M 

ALL 1050 
DISK DRIVE OWNERS 



The 1050 1.S. Plate. 

The ULTIMATE drive enhancement 
from Innovated Software 



DETAILS 

Plug in. high quality, easily fit led PCB with 
full fitting instructions. 
Now with full Happy compatibility. 
Improved drive speeds - up to TWICE normal loading speed. 
Reduction of drive WEAR and TEAR: 
whole Tracks can be stored in the PLATE'S 16K of RAM. 

Supports Double, Dual and Single densities, 
Sector SKEW is no longer required to obtain Hl-specd. 
Will run all available disk operating systems, (DOS), including: 
SPA RTADOS, HAPPY WARP SPEED DOS 
AND OTHER HIGH SPEED SYSTEMS, 
The PLATE drive can also emulate other 
drives via its massive un board RAM including: 
IS / US DOLBLER, STANDARD 105 1>, A RCHlVER, 

HAPPY, LAZER AND WARP DRIVE, 
HI-SPEED reading and writing with special SIO gives 
an increase In speed by a factor of SIX!! 
Many special commands have been added to the SIO table. 



SOFTWARE DETAILS 

Supplied with double sided menu disc 

and a special HI- SPEED menu. 
Built in diagnostic tester, sector copier 
and special backup menu. 



MANUAL 

A comprehensive 30 page manual is supplied with 
complete fitting instructions 
and detailed information regarding software drive control; 
to allow you to access the full potential of the PLATE. 

All registered owners will be supplied with any software 
updates, etc, for the price of a disk and return postage. 



Also supplied with... 

GREMLIN GRABBER III 

The most comprehensive, HI- SPEED back-up 
{utility disc on the market? complete with manual. 



This complete package 
N 0 W ON L Y £ 89 . 95 inc. Pea/Pitting md tZ moiita wiir mty. 

A saving of £24.95 on previous advertised price! 



Available only from: 




53 Rugby Road, 
Worthing, 
West Sussex, 
BNil 5NB, 

Tel- 0903-40509 (24 hrs> 
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Red Rat Software 64 

Silica Shop..,, 63 
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STV Software 62 
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ATARI IN MANCHESTER 

For the best selection of Software 
for your Atari Computer 
or Video Game Console 
visit 

ATARI WORLD 

15 Fennel Street, Manchester 4 

{OpfMttLte Victoria Station/Millet* Car P»rk) 

Tel: 4941, Open: MoTU-Fri, 10-6. Sat. 10 5.30 

MailOr<5«r with pirn num. Stamp fur c*lllogU« 



FREE GAMES 

FOR 65XE, 600XL, 8O0XL AND 130XE 
When you purchase 

"WORLD CUP MANAGER" 

at the Special Price of 
£6.00 cassette, £10,00 disc inc. p&p 

Choose from Darg, Joe and the 

Nuclear Caverns or Galactic Cresta 
(cassette only) 

Cheque or POs to: 
STV SOFTWARE 
9 Chiswick Walk, Chelmsley Wood 
Birmingham B37 6TA 



XL/XE MOUSE 



N LETTER 80 



AN ST MOUSE FOR YOUR 
XL/XE 

Includes: Mouse. Art Package. 
Fast picture loader, 
Atari Artist/GAD translator. 
2 demo programs show the 
use of the mouse in your own 
software. Supplied with all 
operating information. 

All for 

£29-95 Post free r 

— ( COD service available for £1,50 



Plusa SlaliSOOfl. 130XE 
and casMflu'disk 




t»Motsco<* 

80-COLUMN WP ON SCREEN 

This lull-feature letter/word 
processor supports standard 
Atan keyboard editing PLUS 
wordwrap, insert & 
justification. Addra&s, date 
and ref, area also control search/ 
mailshot feature. Mouse/joystick 
operation with pull-down menus, 
Dl$k only 
£24.95 Post free 



LOBAL COMPUTER SERVICES 



108 Navigation Road, N0RTHWICH, Cheshire CWfl 1BE (0606) 7B2413 
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ONLY FROM SILICA 

Finally, thara'a a pononiai chivuHi thai tot only lalvaa prabtawru. lit* oihar torn pul fit. but aaao aetata 
Irm arm c*oolom 1141 o1har computers Im>b crated AnordaboMy. Silica Shop ere pMaaod 10 prawns If* 
ST range gl pane nil.' bun naaj* coratHJleni from AllN T*w ST ma deeigned uliliEatg 1h» "no«l recent 
avakmrouftt <n framif.ar'd.ir.iur iar:hruhH}> .mi*-, tg J (i*r»h , iii i':arn[i..ii»- ?n*i tmili.irm* i**ki wMh 
ir#ar p*"j Which muni 1 coaia loaa to imU And hua in buy Tha- laloal E!T coonpuiara net* intludo 
3 jiil m co we* nuprlrai and burtl m dirt dnma. The TOS oparoliruj j^h Imi ins CitM window eniiror.ment 
If* AO* on RQM Chip! ■*i«jh ana Xlrpauy ir u mi J m IP* ST IfybMrd Thuj *n«Ww OOlomalic inHan( 
boo bog wnan you iwilch an. Silica Shop ire ploii*d 1o altar lha cc*npla» Auk ST rang* Our nw ardar 
drpailmani; tj ?i|i,aipd in Sidcupand we ham 3 maul oullata BtSidtup, Lion Houae 1 1 oflwiim Court ftd| 
jna SaHridaa* lOxford SlrMii Wi rii**aighi yairi axoarlanc* of tun pnxi.ir:i». liiuijHv ihan *■■> ni'mi 
IJK Kjmpany. and or* wall aalebiiil-+d ni1h+ JK's-^u 1 Alan apaclallal. Wlbh ■ group lurnoyvr rf over £9 
- nun Ana in til!M> ftf Mi null wp ullW- yi:i. i.ibMtaalv wrv«» mm nunpiv! Wh provide nwil 
i*cinr WS arhiph you mil 1ipd invaluable during your Alan computing. Mi and moat Df that* tacitan* are 
JvliilTilft OHLV FROM SILICA luggaai Ihal yiHi mod IniOuflh wIimI ar* na**. 1i> 0fl»r. tujhpraj yOu 
decide where 1c purc»iBia your Alin. S" 

FRE E STARTER KIT - Only From Silica 

When you PUrcK»w any Alan ST k.eybO»'0 ygL will ipl or.y r«*iVP the beat value ItV money CDCVfJUtar 
o'liha mark.ni. bui yixi aill ahua racaiva lha follnwiag Uon Aiari ComHyaiiCMi M.p*n af ih* pKktgt 

■ SASiC tafvuagt D\Hr -fttSCMlUb*' '3r(Mw»VMuK " TCVilOHW afl flCW 
II you buy your ST 1iom Siho S^op. ymj will alio r^cww 

In adcMkm, w a! Siltca arotild Irta- u m* you n^ad on l£< * 1lyln^ ibat altn your nan cufnputar, lo m* hits 
pul lMs-Hi»r b jcwc*. ST ITMTlfk KIT «oth on* £100, vhacfi wa in owing away CptMHkt 
*Mh *w«fy 31 «imen.ir*r pu»eh***S ar o^r rnv»* rtuil paiu* Thit kit It H4iiBb>e OHVt FROM ULiC* 
ird h a i mad ail providing uaan «nth a rtJuabla ailrodkicllan 1a Eha ■ortd af c en puling Wa aiaj cC0*)C1ua»t/ 
jpgradirg lh« £ ' Slartsr Kit which conlaira public dcni ^nd oihar lic*ni*d io1rwar# u wail n bookj, 
nug»(iii»« ani) i::iiierfctaj «a f«4awttii » 50" tcmputmo Httum If* coupon tw4cn* For tull dataaa. 

DEDICATED SERVICING - Only From Silica 

M Sine* Shoo, ant haw* a dedicated «"K» 4*pa>1nient oi i*van lull 1ima Alj'i l-aired lochntoal atmll. 
Tha warn a 1 Hilly dad lea tad to iimeing Alan comfkibir product! Trtatr •d'uniulaiKj linriaapljn. akill 
•nd eiprf*nce rnai.n 1har« w.orwi Id pchib hi 9vbv held. Too oan b* sur* thai any wort carread ojI by 
it-Hn- s « ma highaai alarvdard A itaAdarj al aanilcing wh<fi wv t*Jia»» you win imj 0>*LV 'ROM 
SILICA In addilion lo pro.id.ng tjii sarvicinD racllitiu lor ALan ST ccnkptiMn ibatm an and oui ol 
■arraMyl. Out laam i« auia h> nlr»- nwrtury jtkI mrrlnlBlni uppradW 1 ty ST compulen. 
1Mb RAM UPGRADE: Our upgmda ar lha itandirt Atari 5JQST-M or S3DST FU knytmuwai sill 
mennae lh» rnaenpry Irpm jtJK to ■ mn?i«t 'Mart H i)» a hj* i year warranty and If. ivaaMMi hnm 
Eitea il in iddriloyvat nttH or<t* ol Wily Eift U6 .;+vat - £1 DQ| 

TV MODULATOfll UPGRADE: St Ik: a can upgrida Ih* '.[HOST F hi Includa a TV fnodulalor ao 
(h*1 yo\j can ihar, me ii wiih your TV eel Thia. ia an inlernal LpprBda and doea nd i.o'pb any u fluty 
aoitafnal boaaa A cab*» to cannKl your ST lo any dcaw.:'. TV la indudaii in lha prii.:n ul iha up^iailn 
whir*i n nnly E4B [anc VAT], r ha upgrada n al» ayalatihi 1or Barry 3ZDGT computan at tna uma pneak. 

THE FLttJ. STOCK RANGE - From 

Ab aim Id kaap itookj oi all Alan naialad product] and our MBrahoiiaa carrtaa a atock ol ov>ar £h mi'iion 
We import manjf lolmre ti|lee liuecl 'iom Ihe jSa and you will 1 nd "hat a,e fia-.e ie* 'eieaaoi in 
adrinca oi many or -our ecunpaatlora ljnaiia oaalan MM may only aloe* MatchM Wllel. anj <im lha lull 
ranoa. In adc^iinn me taarry a corrplar* Una d1 aB boaki which have baaai writtaai about bna Auri BT A 
range an -aide at oonj n tomatrmo you w* 1ind n avi> aolr OflLT fnOM NLICA. 

AFTER SALES SUPPORT - Only From Silica 

fitflL aaujnjrt lhal whan yaL ojy your il 'r=r- S ":a SilDp ycu ml! do II y SLpporpd Ol' 'r« -.i.lmi;s 
fliv* naaat. ol ra t»n a» and 3<rnjir*imijnH Thia will h*«p | n i«ajrj you up H Mle «it>i new v/twarr ralsBPea 
as well h wnil'i happening n tna A Lin mirkat And In iddillon, our uau atari an at Ih* and ol a 
M*ttti0o* Iln4 to Mnice at ol your Alan requiremqnla I' you> pu>ch>aH an -ST hom Sdtca and WDukJ Ilka 
any lactinlcal adiica, ani havw* a lull nam r*K:ni- x! i.i|:u-:iri iaiim |g lsaa;i y(Mj :jhi ihh t<m\ In.ir- v:n.r 
oompole> BacauiB' we have tntn IhcatAH and lh« ayilcn - j spcci'iically dec<aiad to prnviding itttr Mku 
uniloa on A1in 3T aompMiar*. w* *n» ec*na»ni ihujq oor u taa« an^jy Hxuaiiiionnliy f- fl n Kmpi ol 
Hippoi Thia can be rKBimd ONLT FROM UUCA 

FREE CATALOGUES - Only From Silica 

*i Run.* F. p ki|:. *« wugnivj **-n>jj jstn rjujijinj rm n^jepth .nlcymaiion jervice. which ii why v»b 
mail rVnjcj n aw ita C lara and pnea 'ill Da our ST uantara Tnaaa> ara ua ca 4A pagaa long and mit csratwhad 
wi|h feasniiioaJ delaiia as "e" « special otfan and pnxfucl doicnpllnnt. H you oara already purchased an 

ST and aiojld hkB 10 hart >u.n laniH aili>«<l l j W i niHihrg piMMH i;::ir -MhIh I 'ih :::ii. t i:ji' <b Hi irn il 

ub TNa hi forma bor lamca n avajlabia OHLY FFOM BIUCA 

FREE OVERNIGHT DELIVERY - From Silica 

Most otHan are prDcauaari ihraugn our comi: iim wimm :* r .iurt. r> 4 rm^nirvj irmm Mi.hni rmi :1h,-j-h 
"|.3>'t are jent by the o««rniQhl CjROUP A cour*r aonica FREE DF CHARGE tn Ljuamari wilh i ihe 
<JK Thia meiliod halpup onaorr "iinimum tWay and maximum p'olaclioi 

PRICE MATCH - Only From Silica 

*V hi>pe rrni 1h« comtxnalici ol our low pricaa, F REE UK. dalri*ry larvce FREE Starter Kit and FREE 
atuK ail** luppofi. will ha> tKiUugh lo make you buy your Atari equtpmenl rtnm Silica Shop. II howovw, 
Intra li aomaming you anah ia purc-naaai ana you tint) <in*j or Our nnnnnaiiiort othjuing il at ■ | —r pateaj. 
ihnr pipBpe con4aol our nlia Dteparlmanrl, prondlng ua with our coanpaMara rwna addnai and 
lalophona rumhar tt our «nup#iirtir ha* lha good*, in atock, wr will normally matt*! Ih* or*»r <on a oamo 
product - aara* pnea' baaat) and aba) proAda you with out normal trm* dot nary w* ntaiiM irvii ■* ara not 
lha only :::iii-iiaiiy who will matcti a oompelitor'B pried HooAwsr. M you com* to ua For a pnoa prtolch you 
will alio be ant-Hod 1o our ahar uaaa urnct. mcluoiiie rraa nasalaiMra and racnnlr.al *uppO" Th'e 
-rjiaaii i^ui prHjp mgr^h promise ralhe' apociBl, oomothing youwill roccKe OHLY FROM SILICA Wa dPOl 
wml yoo id go BnywharaiafeH Im yixji Aiai (ikkIi> ii Si>*hiiii ai Siln^ iha uk > hi .1 Aim srv* .hm*i 

SIDCUP {& Mail CDrdrr) 01-309 1111 

1-4 The Mews. Hath&rtey Road, Sidcup, Kent, QA14 4DX 

LONDON 01-580 4839 

Uon House ilst Ifocrl 227 Tottenham Court Rd. London, W1P OHX 

LONDON 01-629 1234 ex. 3914 

Seif ridges (Istfioor). Oxford Street, London, W1A 1A8 



+VAT=£299 



SO MUCH FOR SO LITTLE! 

The rp is nplhing trial can com pare with Che incredible value lor rrtdriay Csfler*d by AlarTa 
SSOST-FM. For gmly E26CI- (+ VAT =£299}, ypu can purchase a powerful 51 ZK RAM eompulEf. 
wilh a 95 ^ay kpyboard (incstuding numeric, keypad), MIDI interface, GEM a palelte uF 512 
colours, mouse controller, and a 512K built-in disk drive. The 52QST-FM has a TV modulator 
buFlt-Jrv and comes with a ksad to allow you to plug it straight into any domestic colour 
television set. The mains transformer is. also built-in to the- keyboard, so there are no messy 
external boxes. You couldn't wish far a more compact, powerful and stylish unit. Atari ST 
computers are now firmly established in the UK, there are nearly 500 software titles aUeady 
available for a w»de variety of applications and ihe lisl is growing all The time. And that's not 
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will 
get -ft lot more, including a FREE Silica $T Starter Kit wdftn Over £100. Bead the ONLY" FROM 
SILICA section on the left,, to see why you should buy your new high power, low price 520ST- 
FM from Silica Shop. She UK s MoT Atari Specialists For further details ol the range of Atari 
ST computers and the FREE Silica ST Starter Kit. complete and return the repiy coupon below. 

ATARI 520ST-FM NOW ONLY £260 (+VAT-E299) 

SMST-FM whh 512K RAM L mono monitor £399 line WAT) Upgrade Irom 512 K RAM to 1D24* HAM £100 (inc VATli 



ATARI 104OST-F - NEW PRICE 

We ar* plaftwrn to antiounc* * now rRdi^oa pric* poinl d*i t*m 
1ij*03T-F which It rM>w artnUiabhl Ujf only C*» ^0 VAT). Tho 
1 W0 \s a p-we^L yompuler with 1 Mb ol RAM anc bIbl- inoliXln 
m bum in 1Mb double udad 3 A" disk drnw. True 1040 has bwn 
nfti.g-ifiil 1r>r i.u; on tiuairvou and praraaiiona apphcaliors 
mtiet 01 which raqujr*. a nigh reooluf^ori monnchrom* or r.rjlui.' 
monitor t\ dkMO, nol 1hara4c«« have- an RF rnddullloa' for ue* 
worn, ■ domain l TV oet Moduialprs can be litlad lor £*9 i.inc VAT| 

iMMff **r***>d ' ^ SUfX ""^ M^riv tsmHtcVAT) 
II you wojo iike ^jiraraftilHj ol lha iqjosT'F. rebjm lhacoopoo beow 

MEGA STs NOW IN STOCK 

For lha) UMr whn mqi. r«A av*ri mora HAM lhan lha ±20 or 1040 
ST't O'ler. I**e n#w ME0A ST i' : ri rr. p u 1 1* r f. ara ivnw a^ailabla 
Th*r» arfl 1w0 MEGA STt. »* witH SMfr ol RAM *nd ih* ophar 
wilfi b masaiyo •Mb Bdh -lew tompuiers ft 'uily COm-pilitHs 
wilh axiBdr^ ST'i and »un currently ayailflole ST iol|wa<ej Tne 
ME.GA ST a an slyleo as an anpflndable CoriCftl Procoaainu 
Ln«1 will - cje^n aich ilecljre and a delacnabie keyboard. ThHy 
arn aupplaod wlr GEM, a Irene mouse controller a/id ell aucbraRk 
ai avitti tha 520 or IMC. Pncota ara aa lollows 

UEOA SJ'SUb KtjVOini -r CPU OO*^ VHTi 

v: ■■: ' .- 1 .'Afi- • CPU • SUrli i*wvi lAvnu. UN . <v. v* T ' 

mtiA $7 hm> «ayk<wa ' CPu trm I** vat.' 

I0KM ST ** «rrto+* ' <-^l J ' HmtUt Wfl 

II >in. an.KiU Iiih I j-llmi iMUita erf Ow HECA ST'l. <Murn IM i^kijMn Hknv 



ATARI 




To: Sites Shop Ltd. Dept ATUSn 1-a The Mews. Hatrnifey Road, Sidcup, Kenl, DAM 4DX ^ 

I PLEASE SEND ME FREE LITERATURE OH THE ATARI ST | 

| Mr/Mrs/Ms: MHalE Sumarn*: 

■ Addram ...„,„ ■ 

■ ■ 

Postcode 

fOa you already own a computer 
II to, which one do you own? «y 




9$ 



Exciting Games! 



Two brand new all-action 
arcade games featuring 
Demons from Hell, Lost 
Souls and Giant Monsters 
that snarl and move in 
amazing nightmarish 
animation! 



lib 




AND COMING SOON /// 
DOUBLE PACK No 1 h DOUBLE PACK Ho.2 
TWO GAMES FOR THE PRICE OF ONE! 



Obtainable from your local software store 
Or In case of difficulty, direct from 

Red Rat Software 

11 FENNEL STREET, MANCHESTER M4 3DU 
Telephone 061434 4941 



